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EDITOR'S NOTES 

There's no other genre of NES games growing as quickly 
as role-playing adventures. The days when strategy- 
game fans had only the Zelda games to choose from are 
long gone, and now many licensees are trying to release 
even bigger and better role-playing games (RPGs). 

If you haven't yet tackled an RPG because you don't 
know where to start, our August issue will be of interest 
to you. And if you're already an RPG fanatic, this magazine 
is right up your alley. "Adventuring, Nintendo-Style" 
takes a look at some of the best RPGs now on the market, 
and "Role-Playing Roundup" checks out the games that 
are just being released or are planned for the near future, 
not only for NES, but for Super NES and Game Boy, too. 
From Dragon Warrior III to Uninvited, we've got the latest 
news. 

The Bard's Tale , FCI's most recent release, is reviewed 
in our Super Strategy section, and we've included hint- 
filled evaluations of games based on the movies Indiana 
Jones and the Last Crusade and The Untouchables. If movies 
are your thing, check out our feature on The Rocketeer. 
We've got a behind-the-scenes view of the movie as well 
as a guide to Bandai's videogame version. 

The Little Mermaid, from Capcom, is also featured in 
this issue. This game is unique because it is the first NES 
adventure specifically aimed at girls ( Barbie, another game 
for girls, is in development by Hi Tech Expressions). 
While Capcom and our editors think The Little Mermaid 
can be enjoyed by boys as well as girls, it's good to see this 
segment of the playing audience — long neglected by 
developers — finally getting some attention. 

Leslie Mizell 
Associate Editor 
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ice officer Quinn Hart is on an assignment unlike anything he’s ever seen! Weird 
bodies are turning up dead, top secret weaponry is missing, and organized crime is 
at an all time high. But Hart’s up against something more than the Mob, street gangs, j 
or even hostile terrorists. 

A new force has risen and Hart finds himself plunged into a conspiracy of terror!! 
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The Legend 
of Zelda 


In The Legend of Zelda, how do you 
get the magic stick? I have the Book 
of Magic already. 


Joshua 
Clay, NY 

Look for the magic wand in Labyrinth 
Six. You must defeat everyone in the 
room beforeyou'll see thehidden chamber 
where the wand is located. 
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Mega Man 3 


Instead of using the Rush Coil 
when you're in a jam that you need 
to get out oifast, simply press and 
hold Right on Controller 2 while 
pressing Jump on Controller 1. 
You'll have a super-high mega¬ 
jump. 


Clay 
Ventura, CA 


Thanks for the tip, Clay! 






The Battle 
of Olympus 

In the game Battle of Olympus, I 
can't seem to break the barrier to 
get the second fragment of love. I 
can't find the key, either. 

Joseph 
Canonsburg, PA 

You can get the key from Kelos in Attica. 
Use the key to break the barrier and the 
second fragment of love is yours. 

% 

IronS word 

In IronSword: Wizards and War¬ 
riors II, could you please tell me 
exactly where to find the Blight- 
water spell? 

Joe 

Dexter, MI 

Go down to the bottom of the waterfall. 
Eventually, you'll find an open area to 
the left, but there will be a wall in the 
way. Walk through a hidden passageway 
near the middle of the wall to enter the 
room and find the spell. 


Skate or Die 2 


I can get to the fourth level in Skate 
or Die 2, but I can't beat it. It says in 
the manual to get the permit and to 
go to the top of the warehouse and 
save C.J. I got to the elevator and 
went up to where it's red, but I can't 
find C.J. or the permit. Can you 
help me? 

Seviren 
New Albany, IN 

Make a map of the warehouse and map 
each floor. Be sure to mark the locations 
of power-ups. If you don't map the area, 
you won't survive long enough to make 
a thorough search. By checking care¬ 
fully on every level, you should uncover 
both the permit and C.J. 


The Black Bass 


I was wondering how you can get 
to different lakes in the gam e Black 
Bass . 

Michael 
Castro Valley, CA 























OK Partner, draw; 



With Videomation and your 
Nintendo, you can be a real artist! 
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TOY HEADQUARTERS 


Everything you need to create incredible 
drawings on your video screen is here. 
Videomation has art tools, stamps and an 
animation feature that lets your imagina¬ 
tion go wild! Simply insert the cartridge 
into your Nintendo Entertainment System 
and your creative adventures begin. 

A variety of vivid colors from multiple 
palette selections include hues that can be 
programmed to move! Use animation to 
make the illustrations jump! 

Use the VCR to capture your pictures and 
build up a permanent library of your video 
artwork. Simple enough for every member 
of the family! 


' Sound and Animation features add life 
to your drawings. 

' Paint portraits, draw cartoons or make 
land-scapes it’s up to 
your imagination! 

An infinte number 
of creative 
choices await in 

Videomation! 


No special wiring 
or accessories 
needed - just insert 
and DRAW! 




















In the practice mode, you can go to any 
lake at any time. But if you're playing in 
the tournament mode, you must catch a 
certain number and size of fish to move 
on to the lakes. Sorry, but this is a game 
where skill is the only thing that can help 
you. 

The Last Ninja 

I have The Last Ninja, and it's great. 
But I can't pass the crocodile at the 
end of level 2. What should I do? 

Sean 

Las Vegas, NV 

On the screen before the crocodile, there's 
a torch. Take your bottle and set it on fire 
to make a Molotov cocktail — then throw 
it at that 'gator. 
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Tombs & Treasures 

I've gone pretty far in Tombs & 
Treasures . But I still can't find any¬ 
thing in the nunnery besides the 
Ixmol Jewel. And I can't find any¬ 
thing at all in the Well of Sacrifice. 


While you're in the nunnery, wash the 
jewel and the lighter. There's a hole there 
you should put your sword into. The 
reason you can't find anything in the 
Well of Sacrifice is probably because 
you've forgotten an important step ear¬ 
lier in the game. You might want to 
retrace your steps or start over in case 
you've missed something. But once you 
reach the well, talk to Jose for some im¬ 
portant clues. 

i #-< 

StarTropics 

In StarTropics, I got to Ghost Vil¬ 
lage on board 3, but I can't get past 
the part with the four skull heads in 
the 28 blocks. Could you tell me 
how to get past it? 

Mike 
Richmond, VA 

We're not sure which room you're in, but 
here are some general tips for exploring 
the Ghost Village. First, you can kill all 
of the enemies or step on all of the blocks 
to reveal a hidden door. Also, you can use 
the Rod of Sight to reveal a ghost, which 
you then kill to reveal a hidden door. We 
hope all is revealed! 





Gargoyle’s Quest 


In my Game Boy version of 
Gargoyle's Quest, I can get past the 
castle of Darkoan, but my trails end 
at the Desert of Destitution. I can't 
seem to find the Candle of Darkness. 
In the middle of the desert towards 
the north end you find a cratorlike 
cave. How do I get into it? There's a 
force that keeps me from getting in. 

Jeremy 
Sierra Vista, AZ 

Try going into the cave from a different 
direction. First, go to the upper left of the 
desert and start going down, right, down, 
right, and so on. By the time you reach 
the cave, you should be able to enter. The 
Candle of Darkness is hidden inside the 
cave. 


LET US HEAR 
FROM YOU 

Do you have any questions about 
your favorite videogames? Do you 
have hints or tips you’d like to share 
with your other Game Player's pals? If 
so, write to us at Game Player's 
Mailbag; 300-A South Westgate Drive; 
Greensboro, NC 27407. Due to the 
volume of mail we receive, we regret 
that we cannot reply to individual 
requests. 


Tres 

Pilot Mountain, NC 
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pad and high-speed auto-fire. 
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Mario™ fan! 
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NEW GAMES ON THE HORIZON 


NE OF THE MOST 
EXCITING AREAS 
OF NINTENDO 
GAMING THIS 
PAST YEAR HAS 
-PLAYING GAMES 
(RPGS) — ADVENTURES AND 
FANTASY STORIES THAT LET 


Leslie Mizell 

GAME PLAYERS TRAVEL 
THROUGH STRANGE NEW 
WORLDS, BUILDTHESTRENGTH 
AND EXPERIENCE OF A VARI¬ 
ETY OF DIFFERENT CHARAC¬ 
TERS, AND INTERACT WITH 
FRIENDS AND ENEMIES. 

THE COMING YEAR PROM¬ 


ISES TO BRING MANY MORE 
GREAT RPGS FOR BOTH THE NES 
AND THE NEW SUPER NES. 
HERE'S THE LATEST NEWS ON 
THE NEW TITLES, WITH INFOR¬ 
MATION TO HELP YOU DECIDE 
WHICH ONES YOU LL WANTTO 
GET. 
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DRAGON 

WARRIOR III NES 

his Enix game is the 
largest in the Dragon 
Warrior series for 
Nintendo. In 
Tantegel, you visit 
the castle, where the king sends you 
on a journey to defeat the archfiend 
Baramos. With only 50 pieces of gold, 
you must recruit a party. 

Your explorers can be heroes, sol¬ 
diers, priests, wizards, fighters, mer¬ 
chants, goof-offs, or sages. Each char¬ 
acter has certain strengths and weak¬ 
nesses, so balance them carefully. 

As you travel throughout the land, 
day will turn into night, your charac¬ 
ters will need food and rest, and your 
party will meet different types of 
people. You must learn — and learn 
quickly — to distinguish friend from 
enemy. Both fighting maneuvers and 
spells can be used in combat. 

There are villages throughout the 
land for you to visit. Some, such as 
Noaniels, are under a spell, which you 
must break before you may question 
its people. In places such as the Shrine 
of Dhama, you can save your game 
and change a character's class. 

Explore well and your party will 
obtain all six orbs you need before you 
can enter Liamland. You may now 
ride Ramia, a legendary bird who will 
take your party to the Castle of 
Baramos, where you'll face your fierc¬ 
est battle. 



Dragon Warrior III 




Dragon Warrior III 


DRAGON 

WARRIOR V SUPER NES 


ragon Warrior V is 
based on one of the 
phenomenally suc¬ 
cessful Japanese 
Dragon Quest games 
(see "Near-Riots Erupt in Japan"). 

As in previous Dragon Warrior 
adventures, you'll explore a huge 
world, looking for items, building ex¬ 
perience, fighting monsters, and cast¬ 
ing spells. But this time, your adven¬ 
ture is in a new environment: the Su¬ 
per NES. You can look forward to a 
larger game with better graphics and 




Dragon Warrior V 


more depth than any other in the se¬ 
ries. 

Enix, the publisher of Dragon 
Warrior II and Dragon Warrior III for 
NES, reports that Dragon Warrior V is 
still in the very early stages of devel¬ 
opment, with no release date yet 
scheduled. 


DRAGON WARS NES 


his RPG from 
Kemco-Seika is 

more traditional 
than the company's 
Shadowgate, but it, 
too, is based on an earlier computer 
game. You're part of a band of adven¬ 
turers who sail across dangerous, un¬ 
charted seas searching for the island 
of Dilmun. 

The monarch of this land. King 
Drake of Phoebus, has declared magic 
illegal and has imprisoned or killed all 
the magicians. His decree has out¬ 
raged the rulers of neighboring is¬ 
lands, and they are threatening to re¬ 
lease fierce guardian dragons to en¬ 
courage King Drake to change his 
mind. 

You no sooner land on Dilmun 
than you're arrested for spell casting. 
When you're sentenced to a life in 
Purgatory, you must use your magic 
powers — and use them quickly — to 
escape an eternity in misery. 

Dragon Wars, which features more 
than 60 monsters and 65 spells, was 
designed to suit role players of all 
kinds. You can choose the complexity 
of your battles, the tactics you use 
when fighting, and the strength of 
your spells. You can save your 
progress at any time, and there's no 
complex mapping required. 
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DRAKKHEN 

SUPER NES 


he world of the 
Draconians was a 
peaceful one. Peace¬ 
ful, that is, until the 
dragons who control 
the four elements of wind, rain, fire, 
and water tried to grab even more 
power. The dragons stole the eight 
tears — stone gems that controlled the 
"primal realm," all the magic in the 
universe. 

Your party of four bravely sets 
out to regain the jewels from the eight 
dragon princes and princesses who 
are holding them. If you can restore 
the eight tears, you'll be able to resur¬ 
rect the Great Dragon. If you succeed, 
the order of the universe is restored. If 
the dragon dies because the gems are 
not restored, the world — and all uni¬ 
versal magic — will vanish. 

Originally a computer game de¬ 
veloped by Data East, Drakkhen is be¬ 
ing produced for the Super NES by 
Kemco-Seika. In the adventure, you 
move between the four members of 


Drakkhen 


FARIA: A WORLD 
OF MYSTERY 
& DANGER NES 


ole-playing fans 
might recognize the 
name Faria — it was 
an early RPG for 
computers. Now 
(the company who developed 
Wizardry) is bringing the game to 
Nintendo. 

In Faria, an evil magician named 
Zill has kidnapped the princess of 
your land, and has turned her knight 
errant into a woman warrior! The king 
of the land has sent troops in to fight 
Zill, but not one soldier has returned. 
His magicians are helpless. 

In desperation, he sends a mes¬ 
sage around the country, begging for 
a fighter brave enough to save the 
land. You alone reply to his plea. It's 
up to you to rescue the princess and 
help the knight regain his true form. 
There are ten townships to explore, so 
your task won't be an easy one. 

Faria should be released this summer. 


your party as you search a volcanic 
island for the eight tears. There are 
weapons and spells to collect, taverns 
to investigate, and people to question. 
All the classic role-playing elements 
are found in Drakkhen. 


Drakkhen 


K, the latest car¬ 
tridge is getting 
rave reviews as one 
of the best fantasy 
role-playing games ever. What does 
that tell you? It’s a great game, but 
is it the kind of game you like? Just 
what is a fantasy role-playing game 
anyway? You know what fantasy 
is, and if you ’ ve ever been to a play 
or seen a movie, you know what 
role playing is. But category lines 
get crossed — and it can be confus¬ 
ing to see games described as ad¬ 
ventures, role-playing adventures, 
strategy games, action-strategy 
games, simulations, action games 
(or arcade games, shooters, and 
shoot-em-ups), and so on. 

The videogame industry has 



closely followed the path of the 
older, more established computer 
game industry. The terms above, 
traditionally used to describe games 
for computers, are now used regu¬ 
larly as category descriptions for 
your NES games. If these terms 
sometimes seem vague, rest assured 
— they can be. 

In the case of a fantasy role- 
playing game, there are a few im¬ 
portant components that put this 
kind of game into its category. First, 
you don’t play at breakneck speed. 
Second, you must think a lot and 
make a variety of decisions. And 
third, you won’t finish a game very 
quickly. 

More specifically, in a fantasy 
role-playing game, you always play 
a single character (or a small band 
of adventurers) who must journey 



through different lands or worlds 
and do battle in order to meet a 
single goal. Your character is al¬ 
most always involved in the 
struggle of good versus evil, and 
he or she usually has several unique 
attributes such as strength, endur¬ 
ance, weapons, gold, and, perhaps, 
magic spells. 

Fantasy role-playing games 
(you sometimes see them referred 
to as FRP games) are often called 
role-playing adventures as well. 
But whatever category a game is 
placed in, look closely at magazine 
articles, game reviews, and adver¬ 
tisements, and you’ll get a clear 
idea of what any game is about, 
and if it’s right for you. 

— L.E. 
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FINAL FANTASY II 

SUPER NES 

quare Soft's original 
plans were to produce 
an 8-bit (NES) Final 
Fantasy II to join their 
two Final Fantasy Leg¬ 
end Game Boy adventures. But the 
advent of the Super NES changed all 
that, and now Final Fantasy II will be 
the company's first RPG for the 16-bit 
machine. 

This extremely large game, which 
has battery-backup capability for saved 
games, should take between 40 and 80 
hours to complete, according to a 
spokesperson for Square Soft. In the 
game, you control a party of four char¬ 
acters as they search foreign lands and 
travel in strange new vehicles. 

The 84-page instruction manual 
should help you identify the more than 
260 enemies and the 250 items to find 
and use. As an added bonus, readers 
can follow the Final Fantasy storylines 
in Disney's new Final Fantasy comic 
book series. 




FINAL FANTASY 
LECENDII 

GAME BOY 

n ancient times, gods vis¬ 
ited the world and used 
magi , a mysterious source 
of power. Before they left 
the planet, the gods split 
the magi into 77 parts and scat¬ 
tered the pieces into the winds. The 
legend grew that any warrior who 
was brave and determined enough to 
unite the magi would be rewarded 
with incredible powers. 

In this Nexoft game, you're given 
a single piece of the magi by your 
father, who sets out to find the other 
pieces. When your father fails to re¬ 
turn, you begin a quest of your own, 
assembling a party that eventually in¬ 
cludes your missing father. 

The word is that Final Fantasy 
Legend II is not only a better game than 
the first FFL, but that it's also better 
than a lot of NES role-playing games. 



Final Fantasy Legend II 

THE MACIC 
CANDLE NES 


he magic candle in 
the title of this 
American Sammy 
RPG is an eternal 
flame whose glow 
has imprisoned a demon for thousands 
of years. But for some reason, the 




candle is now going out. Your six- 
member troupe must locate lost spells 
that will keep the demon in his waxy 
prison. 

The computer version of this game 
won GAME PLAYER'S Best Fantasy RPG 
for 1989. The combination of solid 
storyline, good magic and combat 
systems, and leisurely pace made it a 
favorite. 



The Magic Candle 


MI6HT AND MA6IC 

NES 

ere's another role- 
playing adventure 
that comes to Nin¬ 
tendo by way of 
personal computers. 
American Sammy is bringing the 
Might and Magic story to the NES. 

In Mightand Magic, you must form 
a band of six adventurers and set out 
on one of 30 interconnected quests. Set 
in the land of Varn, each mission ad¬ 
vances you one step further in your 
journey to discover the secret of the 
Inner Sanctum. 

In the computer version of Might 
and Magic, you use pre-programmed 
characters or create your own knight, 
paladin, archer, cleric, sorcerer, or 
robber. Your troupe has to cross 
oceans, search dungeons, climb 
mountains, and explore castles to ful¬ 
fill its missions. The subterranean 
towns of Varn contain shops for buy¬ 
ing food and weapons, temples to 
minister to the sick and injured, train¬ 
ing grounds to advance to a higher 
experience level, and inns which pro¬ 
vide shelter between game sessions. 

You must learn to cast dozens of 
spells and fight a score of monsters — 
some of whom can be bribed into join¬ 
ing your party. Watch out for the 
treasure chests, though. They hold not 
only great riches, but unpleasant sur¬ 
prises as well. 
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TV INTERVIEWS: 

Anybody want to take on these 
24” Pythons? 


INCREDIBLE 
WRESTLING ACTION! 

Take on your favorite WWF 
Superstars with the piledriver, 
suplex, dropkick and more! 


Step into the ring with Ultimate Warrior \ 

Hulk Hogan™, Mr. Perfect™, Million Dollar Man 
Ted DiBiase™ and Macho King Randy Savage v 


icensed by Nintendo 
for play on the 


TURNBUCKLE TURMOIL! 

Unleash a devastating flying 
leap on your opponent! 


OUT-OF-THE-RING MAYHEM! 

Watch out for a powerslam! 


®Registered trademark of TitanSports, Inc. ©1991 TitanSports, Inc. Hulk Hogan™, Hulkamania™, and Hulkster “are trademarks of the Marvel Comics Group licensed exclusively to TitanSports, 
Inc. World Wrestling Federation® and WrestleMania® are registered trademarks of TitanSports, Inc. All other distinctive character likenesses are trademarks of TitanSports, Inc. Ail rights 
reserved. Nintendo®, Game Boy™, and the official seals are trademarks of Nintendo of America Inc. UN® is a trademark of UN Ltd. © 1991 UN Ltd. All rights reserved. 








































Times of Lore 

The disharmony in Albareth has 
had a terrible effect on the kingdom. 
It's no longer safe to travel though the 
land. Farms are being abandoned 
while families move into walled cities 
and castles. Trade is at a standstill. 
Food is becoming scarce. Bandits, 
monsters, and barbarians roam freely. 

Your parents have sent you to live 
with your uncle in Eralan, the capital 
of Albareth. There you learn why the 
kingdom is disintegrating. The objects 
that the High King once controlled — 
the Tablet of Truth, the Foretelling 
Stones, and the Medallion of Power — 
are missing. And you must recover 
them. 

There's no party of explorers in 
Times of Lore , Toho's first RPG. In¬ 
stead, you act alone as a barbarian, a 
knight, or a valkyrie. 


Times of Lore 


Pool of Radiance 

Radiance begins in the once-proud city 
of Phlan. Now the city has been re¬ 
duced to rubble, and the people have 
been driven into the surrounding 
countryside by a wicked horde. You 
must assemble a party of adventurers 
that encompasses a variety of profes¬ 
sions and races, and lead them into 
Phlan. Your quest is to find the mystic 
Pool of Radiance. Legend tells that its 
waters affect people differently ac¬ 
cording to their worthiness, but you 
hope the pool will be able to restore 
Phlan to its former glory. 

In this expansive game, you en¬ 
counter ores, centaurs, trolls, and other 
creatures as you explore Phlan. There 
are special weapons and magic spells 
to learn, but don't expect to zip through 
the adventure—it should take around 
200 hours to complete. FCI plans to 
release Pool of Radiance this summer. 


POOL OF RADIANCE 

NE$ 


he second in FCI's 
line of Advanced 
Dungeons and 
Dragons (AD&D) 
games — the first 
was Heroes of the Lance — Pool of Radi¬ 
ance is set in the world of Krynn and is 
based on the Official AD&D Forgot¬ 
ten Realms module. 

Not so much one adventure as it is 
a series of related scenarios. Pool of 


Ultima: Runes of Virtue 


TIMES OF LORE NE5 


he High King 
Valwyn doesn't ex¬ 
pect to stay long 
when he returns to 
his homeland for a 
visit. But two decades have passed, 
and the king has not yet returned. The 
Elden lords are about to revolt against 
Daniel, the acting ruler of the land. 


ULTIMA: RUNES 
OF VIRTUE 

GAME BOY 

he only RPG avail¬ 
able for Game Boy 
besides the Pinal 
Fantasy Legend 
games. Ultima: Runes 
of Virtue is an original story developed 
for FCI by the creators of Ultima for 
personal computers. 

As in the other Ultima games, 
Runes of Virtue takes place in Britan¬ 
nia, where Lord British rules supreme. 
You can play one of four characters — 
mage, bard, fighter, or ranger — as 
you explore Britannia, talk to other 
characters, search dungeons, and even 
talk to the monarch himself. 

One interesting aspect of this game 
is that you can play it in two distinct 
ways. A single player can explore some 
150 levels of dungeons. But two players 
can use the Game Boy Link and work 
together to explore 80 of the dungeons, 
then compete against each other while 
searching the other 80. 

Ultima: Runes of Virtue should be 
released this summer. 
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Ultima: Runes of Virtue 
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HOME OF THE BRAVE. 


I 




New ror me 
Nintendo Entertainment System! 


Long, long ago, before civilization had driven the 
Spirits from the land, a man’s fate was determined by 
his ability to balance his own life with the forces at 
work around him. Natural and supernatural. Physical 
and spiritual. Good and evil. 

With that in mind, a young brave sets out on a 
quest to unlock the deepest mysteries of the land. 

He knows his journey will be long and perilous. One in 
which only the strong survive. And only the brave prevail. 

Enter the 8 worlds of Soaring Eagle. 

WHOMP ’EM™ traces the adventures of the 
young brave Soaring Eagle in 8 mysterious stages, 
or “Worlds.” His goal: to capture seven magic totems, 
each of which holds secret powers necessary to battle 
the evil monsters lurking at the end of each World. 

His slim hopes lie in you, the Unseen Hand that 
guides him on his way. 


A game of instinct, intelligence, 
and individual strategy. 

Your task is by no means an easy one. 

One reason is that there is no particular order 
to the game’s Worlds... it’s up to you to decide when 
it’s best to travel each one, and how to combat the 
creatures that guard its Gate. 

Another is the magic items themselves—deerskin 
jackets, buffalo headdresses, arrowheads, gourds, 
magic potions, and other objects that lie hidden along 
the path.Their powers can only be discovered and 
mastered with your guidance, and are only effective 
in certain situations. 

It’s a challenge even a master player will find 
hard to handle. Because in the Worlds of WHOMP ’EM, 
no move is a sure move. No magic is invincible. 

And the power of 
wisdom is the most 
powerful weapon 
of all. 


©JALECO 


Jaleco™and WHOMP ’EM^are trademarks of Jaleco USA Inc. Nintendo" and Nintendo Entertainment System " 
are registered trademarks of Nintendo of America Inc. © 1991 Jaleco USA Inc. 











































UNINVITED 


NE$ 



our sister makes a call 
at a strange old man¬ 
sion — and never re¬ 
appears! You're sud¬ 
denly on a rescue mis¬ 
sion to save your sister's life, and, as it 
turns out, to save your own. 

Kemco-Seika's Uninvited was 
developed by the same folks behind 
Shadowgate. The resemblance is obvi¬ 
ous. You enter the mansion, then be¬ 
gin collecting spells and enchanted 
objects. Each of the 127 graphic screens 
in this game presents a different puzzle 
(or even a series of puzzles). An item 
you grab in one room might be vital to 
obtaining an object in another, which 
is then ... you get the picture. 

Games in progress can be saved 
with the battery backup — a feature 
you'll certainly need as you attempt to 
kill the undead, outwit demons, and 
scare ghosts. You may accept an invi¬ 
tation from Uninvited sometime this 
summer. 



Uninvited 
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Uninvited 





o you think the Super 
Mario Bros, games are 
the hottest titles going? 
Think again. 

When Dragon Quest 
IV went on sale last year in Japan, 
near-riot conditions broke out all 
across the country. Game players 
camped out in front of stores, games 
were snatched from the hands of those 
lucky enough to get a copy, and police 
were called about robberies. 

At one discount store, 10,000 
gamers were lined up waiting to get 
in. Most had camped out overnight, 
despite the rainy weather conditions. 
The lucky ones had tents, sleeping 
bags, and blan¬ 
kets. Policemen 
tried to convince 
some youngsters 
to go home, but 
these kids meant 
busines — they 
said they'd just 
send their fathers 
over to take their 
place in line. 

The response 
to this series in 
Japan makes the 
brouhaha in the 
U.S. over a new 
Mario , Castle- 
vania, or Mega 
Man game seem 
trivial. In its first 
day on store 
shelves. Dragon 
Quest IV sold 1.3 
million copies. 

Some people 
managed to get 
their hands on a 
Dragon Quest IV 
cartridge by less 


than legal ways. Two thieves on bi¬ 
cycles sped by 11-year-old Keiichi 
Sumida and snatched the newly pur¬ 
chased game from his hands. And 13- 
year-old Koji Sakamoto was threat¬ 
ened by bullies until he handed over 
his copy of the game. Similar reports 
were given to police from all over the 
country. 

Since the first of the Dragon Quest 
series — which is known in the U.S. as 
Dragon Warrior — was released in Ja¬ 
pan back in 1986, sales have been 
steadily climbing. Dragon Quest sold 
1.4 million copies, DQII sold 2.3 mil¬ 
lion, and DQIII sold 3.4 million. 

— L.M. 


When Dragon Quest IV went on sale , merchants were 
mobbed by game players trying to buy copies. 












































































RPGs: ■ : ; 1 


It wasn't so long ago that NES 
players had little to choose from 
in the way of role-playing 
games (RPGs). With the exception of 
The Legend of Zelda and Zelda II: The 
Adventure of Link, two early hits, most 
players spent their time with arcade- 
action games. While everyone loves 
the challenge of a good arcade-style 
game, the same can't be said for RPG 
adventures. Those who like the chal¬ 




lenge of an RPG enjoy the regular 
combat, the exploration of a self-con¬ 
tained world, and the usual time-con¬ 
suming experience-building of your 
game character or characters. 

If you're a successful RPG gamer, 
check out our compilation of great 
RPG adventures to see what you've 


missed. If you've never tried an RPG, 
you won't know if this style of game is 
for you — but you owe it to yourself to 
pick up one of these titles and take a 
look at what you've been missing. 
You'll be tested, you'll be frustrated — 
but we bet you'll be intrigued. 
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Crystalis 

Not too far in the future, a great war 
erupted on Earth. Civilization was 
wiped out, and the planet's animals, 
blasted by radiation, became wander¬ 
ing mutants. Eventually, these ani¬ 
mals took over an Earth that had once 
belonged to humans. 

Of course, a few people did sur¬ 
vive the great war. At first these people 
were scattered throughout the world. 


but eventually they banded together. 
Using their shared knowledge, they 
were able to build a vast tower in the 
sky. In this floating tower-city, they 
believed they were finally safe from 
the rampaging mutants on the surface 
of Earth. These refugees hoped one 
day to return civilization, law, and 
order to the savage plains. But over 
time, their intentions grew corrupt and 
they planned to take over the Earth's 
surface by any means they could. 


In SNK's Crystalis , you play a hero 
uncertain even of his own identity. As 
the game begins, you're awakened 
from a state of suspended animation 
with no idea where you fit into the 
tower-people's plot. Only by talking 
with the people you meet, practicing 
your fighting skills, and earning the 
money you need to equip yourself, 
can you fulfill your destiny. 

Fans of quest games will enjoy 
Crystalis . While it may lack the com- 






















plexity of a Zelda game, it's still a good 
adventure. The interconnection of the 
plot elements keeps you guessing, but 
you won't have too much trouble ar¬ 
riving at the final solution. 

Game Player’s Megatip: 

You’ll find items vital to your quest in 
the rooms just past the lions. The 
Storm Bracelet maximizes the 
Thunder Sword’s power; the Power 
Ring helps you defeat the Evil Ruler; 
the Ivory Statue allows you to heal 
Kensuand learn your final spell; and 
the powerful Psycho Armor allows 
you to recharge your life meter by 
standing still for a moment while 
you’re wearing it. 



Dragon Warrior 

Long ago, there was a mystical king¬ 
dom shrouded in blackness. This land, 
known as Alefgard, was saved from 
perpetual darkness by a brave knight, 
Erdrick, who stole balls of light from 
Alefgard's enemies. 

But now the balls of light have 
been stolen back by a Dragonlord, who 
has also kidnapped the king's daugh¬ 
ter. You are Erdrick's heir, and it falls 
to you to recover the light and the 
princess. 

The Dragon Warrior games are a 
phenomenal success in Japan, where 


the original has spawned several se¬ 
quels. This first U.S. Dragon Warrior 
has remained popular with players 
since Nintendo released it in July 1989. 
Though you can't create your own 
character in Dragon Warrior , you can 
accumulate experience points and cast 
spells. 

Alefgard and the Dragonlord's 
castle, Tantegel, encompass huge ar¬ 
eas, and you must do a lot of exploring 
and mapping to find the items you 
need to finish your quest. Though it's 
a good idea to map the caves, it's 
almost essential to map the grave. 

As in most RPGs, you must talk 
to some people and fight others. Thfte 
are tool shops, inns, general stores, 
and locksmiths to visit, and you have 
a variety of weapons and armor at 
your disposal — not to mention 
dragon's scales, winds, fairy water, 
and herbs. Search for items, but don't 
neglect your strength and energy. You 
should starting building experience 
early because you need a level of at 
least 20 to defeat the Dragonlord and 
save Alefgard. 

Game Player’s Megatip: 

To prove that you’re Erdrick’s de¬ 
scendant, you must find Erdrick’s 
token. You’ll meet a man who will 
give you the coordinates for it. Then, 
after you’ve rescued the princess 
from the dragon, she’ll offer you her 
love. Select Gwaelin’s Love on your 
subscreen, and she’ll give you the 
coordinates of your current loca¬ 
tion. You can use the two sets of 
points to find the token. 




Dragon Warrior II 

A century ago, the son of Erdrick the 
Great defeated the evil Dragonlord 
and brought peace to the land of 
Alefgard. But that peace has been 
shattered. Hargon the Sorcerer has at¬ 
tacked Moonbrooke and burned the 
castle to the ground. As part of his plan 
to rule the land, Hargon has sum¬ 
moned evil gods back from the dead. 

It's up to you — son of the King of 
Midenhall and a descendant of Erdrick 
— to recover five mystic Crests and to 
gain enough power to defeat Hargon 
in Enix's Dragon Warrior II. 

Before you set out on your quest, 
travel to the nearby castles and talk 
with the other descendants of Erdrick. 
Your father can give you the provi¬ 
sions you need to survive. Don't for¬ 
get to equip yourself with them on the 
Command menu — otherwise you'll 
just carry them around. 

When you're ready to enter com¬ 
bat, the game freezes until you enter 
battle commands. Plan your fight 
carefully, and don't forget that some 
spells work on entire groups of en¬ 
emies. Don't skimp on these spells — 
the faster you can eliminate your foes, 
the better. Don't skimp on the Heal 
spells, either. A dead party is of no use 
to the people of Alefgard. 

Use the Run command only when 
you must. You may get off the hook 
occasionally, but if you can't escape, 
you've let the enemies get in some free 
shots. If your enemies haven't seen 
you, you can flee without fear of being 
caught. 

After you've tucked a little com¬ 
bat experience under your belt, start 
thinking about sailing the high seas to 
explore the rest of the world. But re¬ 
member that you must find the Cloak 
of Wind before you can locate a ship 






































The 

ultimate 
road trip. 


After Mara’s Mission; 
every other Game Boy* adventure 
is just a walk in tne park. 

That’s how it begins—just a guy and his 
girl on a quiet stroll through Central Park. 

But when she suddenly vanishes in broad 
daylight, it becomes one monster of a trip to 
the nightmarish ends of the Earth. 

From the pyramids of ancient Egypt 
to the tombs of Transylvania, Mam’s 
Mission takes Game Boy where it’s never 
been before. Featuring unspeakable monsters. 
Unbelievable graphics. And unrelenting action 
through six frighteningly real levels and 
15 explosive rounds. 

It’s a Brave New World in video games, 
one every Game Boy player must see to believe 
But be forewarned. 

Mam’s Mission is no pleasure cmise. 


Jaleco™ and MARU’S MISSION™ are trademarks 
of Jaleco USA, Inc. Nintendo 4 and GAME BOY" 
are registered trademarks of Nintendo of 
America, Inc. © 1991 Jaleco USA Inc. 





and set sail. Just follow the clues you're 
given, and you shouldn't have too 
much trouble. 

Even better than the first Dragon 
Warrior adventure — it's almost four 
times larger — Dragon Warrior II 
shouldn't be missed. 

Game Player’s Megatip: 

To find the sunken treasure ship 
Relentless, sail north from Lianport. 
In the middle of the ocean, there’s a 
shallow area (one square wide] that 
you can’t sail over. Push your ship 
close against the square, then use 
the Search command to dive into 
the water. You may have to search 
all four sides before you find the 
treasure. 



Final Fantasy 

When Evil envelops the land in dark¬ 
ness, your mission is obvious: You 
must return the light of peace to your 
people. 

Many hardships and trials lie be¬ 
fore you. You must create a band of 
four Light Warriors from a force of 
fighters, thieves, martial artists, and 
magicians. You need all their skills 
and experience to restore the powers 
of Earth, Wind, Fire, and Water to the 
Four Orbs. 

Your adventure takes you to all 
corners of a strange new world, where 
you'll face deadly perils in dangerous 


castles, dark caverns, and uncharted 
lands. Hordes of ferocious monsters 
may impede your every move, but 
great riches await the successful ex¬ 
plorer. 

Before you assemble your party 
of warriors for Nintendo's Final Fan¬ 
tasy , learn something about each 
candidate's experience. The fighters 
are professionals, trained in the use of 
all weapons. Even though they wear 
heavy armor, these warriors are quick 
on their feet. 

Agility and dexterity are the strong 
points of the thieves — good traits to 
have when you need to flee from en¬ 
emy attacks. The martial-arts masters 
are mentally and physically tough. 
They can fight with bare hands, so if 
you're short on riches or weapons, 
you'll want these warriors on your 
team. There are three magicians to 
choose from — red, white, and black. 
Red magicians can learn both black 
and white magic spells and are fairly 
good fighters. White magicians, 
though not good fighters, can heal 
wounds, cast defensive spells, and 
learn powerful magic. The black magic 
warriors use powerful spells to attack 
the enemy. 

When you enter combat, consider 
what your chances are. If the odds for 
a victory are slim, give serious thought 
to choosing the Run command. If you 
elect to stay and fight, it's a fight to the 
death — either the enemies or one or 
more of your warriors won't survive. 
But if you lose an ally in battle, don't 
panic. Most towns have clinics where 
you can find a magician to revive your 
warrior ... for a price. 

Game Player’s Megatip: 

Your first stop after Coneria should 
be the Temple of Fiends, located 
northwest of the Dream City. Once 
you rescue the princess held cap¬ 
tive in the Temple, the King rewards 
you with a bridge north of Coneria 
that connects the city with faraway 
lands. Crossing the North Bridge 
ends the prologue of Final Fantasy. 



The Legend 
of Zelda 


The granddaddy of all NES role-play¬ 
ing games is almost as popular today 
as it was when first released during 
the summer of 1987. Only the Mario 
characters share the licensing success 
— with bedsheets, cereal, glasses, and 
so on—that Zelda and Link have had. 

In Nintendo's The Legend of Zelda, 
Ganon, Prince of Darkness, has in¬ 
vaded the land of Hyrule and cap¬ 
tured Zelda, the ruler of the land. Just 
before she's kidnapped, Zelda breaks 
the powerful Triforce of Wisdom into 
eight pieces to prevent Ganon from 
stealing it. 

You're Link, and despite your 
young age, only you have the skill to 
find and rebuild the Triforce. You're 
also the only person in Hyrule brave 
enough to enter Death Mountain and 
fight Ganon. 

Impa, a friend of Zelda's, gives 
you the layout of the secret under¬ 
ground mazes you need to explore. 
The mazes hold evil enemies, but there 
are also friends. Fairies, for example, 
give you hearts to restore your en¬ 
ergy, and you get a treasure for each 
labyrinth you finish. Carry weapons 
to defeat your enemies, and keep an 
eye on the auxiliary screen so you'll 
know your powers. There are dozens 











































of enemies, but there's plenty of magic 
to help you as well. 

Which way is left and which way 
is right in the 128 screens of the 
Overworld? What pieces of the 
Triforce are hidden in the eight mazes 
of the Underworld? Only time — and 
a lot of exploring—will help you find 
out. And once you've defeated Ganon, 
you can go right into a second quest. 

Game Player’s Megatip: 

You can defeat the Dodongos even 
if you have only two bombs. Stand in 
front of one Dodongo and set two 
bombs, one right after the other. 
The creature will munch on the first 
bomb and become stunned when 
the second goes off. Kill it quickly, 
and it will leave four bombs behind. 



Nobunaga's 
Ambition II 


When Koei introduced the computer 
version of Nobunaga's Ambition in 1988, 
it caused a sensation. It was a game of 
unprecedented historic role-playing 
depth, and it really brought medieval 
Japanese history to life. Nobunaga 
quickly became a bestseller. 

The Nintendo version which fol¬ 
lowed in June 1989 got mixed reviews, 
however. Some people thought the 
game looked squeezed down to fit the 


NES screen, and the scrolling on the 
battlefield screens was jerky and slow. 
But each of Koei's subsequent com¬ 
puter translations got better, until fi¬ 
nally NES players were getting virtu¬ 
ally the same game for their money as 
computer gamers. 

Then the follow-up, Nobunaga's 
Ambition II, arrived. The designers of 
Nobunaga II had obviously done their 
homework for the NES format — ev¬ 
erything about the game looks great, 
and there's none of the earlier 
"squeezing." This game is crisper, 
more vivid, and considerably richer in 
detail than the original epic. 

The player's goal remains essen¬ 
tially the same as in the first game. As 
a 16th-century Japanese warlord, you 
must strive to become the sole ruler of 
Japan. Using diplomatic, economic, 
and military strategies, you strengthen 
your own fiefdom while absorbing 
those of your rivals. 

One interesting feature of 
Nobunaga II is that you can issue sev¬ 
eral commands per turn. The execu¬ 
tion of each command costs energy, 
however, and when a samurai be¬ 
comes too weary to work, he must rest 
and recuperate. This is a good reason 
to acquire as many trusted henchmen 
as you can afford — you won't spend 
a lot of down time. Another unique 
feature is the elaborate siege warfare 
— used for both offensive and defen¬ 
sive play. 

In terms of looks, playability, and 
sophistication, Nobunaga II is almost a 
whole new game. Players who already 
know and love its honored ancestor 
may purchase this sequel with the 
assurance that they'll get their money's 
worth. 

But if you haven't played the 
original Nobunaga, you should still 
check out its sequel. Nobunaga II is an 
ideal introduction to Koei's lineup of 
truly distinguished historic simula¬ 
tions. 

Game Player’s Megatip: 

Here’s a good way to gain power 
fast: Choose to play more than one 
warlord simultaneously, then con¬ 
centrate on quickly building up both 
men’s power. When they’re power¬ 
ful and in good strategic and geo¬ 
graphical positions, use the Diplo¬ 
macy command to unite them un¬ 


der a single banner. Not only do you 
double your power with a single 
stroke, but you also can conquer 
other warlords with much greater 
ease. 



Shadowgate 

Shadowgate ... a crumbling stone for¬ 
tress that was once the citadel of a 
proud kingdom ruled by your family. 
This castle, like your family, has seen 
better days. And you are the last of a 
formerly great line of kings. 

But you no longer dwell in 
Shadowgate. Instead, the castle houses 
the dreaded Warlock Lord, who has 
laid waste to the land your family 
loved. Now he plans to raise Behe¬ 
moth, the ultimate creature of evil, 
from the bowels of the earth. An old 
druid priest tells you that you're the 
only one who can penetrate 
Shadowgate's secrets and prevent this 
catastrophe. 

You're armed with only your wits 
and a sword. You'll need both, too, for 
there are not only flesh-and-blood en¬ 
emies inside, but also secret passage¬ 
ways, hidden traps, and collapsing 
floors. As you explore Shadowgate, 
you learn that almost every object ex¬ 
cept the stones themselves can be used 
to assist you in your quest. 

When it was first released for per¬ 
sonal computers, Shadowgate quickly 
earned a reputation as a real mind- 
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bender. The storyline was twisted and 
tied in knots at every turn by traps 
that seemingly could not be avoided 
and puzzles that appeared unsolv- 
able. 

As translated into the Nintendo 
format by Kemco-Seika (with graph¬ 
ics that really are a significant im¬ 
provement over the limited color 
available in the personal computer 
version), Shadowgate retains every bit 
of its fiendishness. The quest remains 
about as simple as can be: Cleanse the 
ancient castle Shadowgate of its evil 
inhabitants and prevent the evil War- 
lock Lord from unleashing the mon¬ 
ster Behemoth on the world. 

You're sure to get killed dozens of 
times as you progress through the 
castle, but the designers know the peril 
in the game and have included a save- 
game feature. It is strongly suggested 
that you use it before venturing into 
any dangerous situation. 

Game Player’s Megatip: 

To get past the shark so you can get 
the key from the skeleton, look for a 
sphere two rooms to the left of the 
room where they are. You’ll find the 
sphere if you place a gem in a 
keyhole. Freeze the water by drop¬ 
ping the sphere into it, then walk 
across the frozen water to reach 
the key. Be sure to grab the sphere 
before you leave — you’ll need it 
later. 




Shingen the Ruler 

The scope of this epic role-playing 
simulation from Hot-B is very broad: 
You portray warlord Shingen Takeda 
(an actual historic figure, as are all the 
enemies and allies you encounter in 
the game) and his son and heir, 
Katsuyori. Your goal is to unify medi¬ 
eval Japan under the banner of the 
Takeda clan. 

The game begins in 1545, a time 
when Japan was fragmented into 21 
separate fiefdoms, most of them ruled 
by warlords much more powerful than 
you — and even more ruthless. By 
allocating resources and issuing one 
command per month, you must build 
up the economy and stability of your 
own provinces, continually strengthen 
your army, fight off attacks from rival 
warlords, and gradually extend your 
own empire. 

It's an incredible balancing act 
because there is never enough time, 
money, or manpower to take care of 
every crisis that erupts — not to men¬ 
tion the droughts, plagues, floods, and 
typhoons that occur at random. Each 
time you play, you learn a little more 
about the workings of this dynamic 
and subtle game. Gradually, you'll 
evolve into a master strategist and 
diplomat. 

What makes Shingen such a great 
game is that it was designed from the 
ground up as a Nintendo game. The 
mechanics of game play are smooth, 
and the graphics are gorgeously de¬ 
tailed. Not all of the game's fine points 
are covered in the manual, but com¬ 
plexities in play are tamed by clear, 
thorough instructions. 

As engrossing as the diplomatic 
and strategic aspects of Shingen are, it 
is the battles which make the game a 
superior strategic adventure. Instead 
of having to rely on stylized chess¬ 
board-like landscapes and abstract 
unit icons, you fight campaigns on 
realistic terrain with lively units of 
animated archers, musketeers, cav¬ 
alry, and lancers. 

Shingen the Ruler is a mature, 
challenging, exciting, graphically 
beautiful example of how to do war 
games right. 


Game Player’s Megatip: 

If you’re attacked by a superior force 
and the enemy sends his cavalry 
ahead of his foot soldiers, mass 
your bowmen and musketeers to 
bushwhack them, then immediately 
press the Flee command and fall 
back to your castle. You’ll have elimi¬ 
nated a sizable portion of his cavalry 
at little risk to yourself. 



StarTropics 

StarTropics, the newest RPG from 
Nintendo, puts you smack dab in the 
middle of a manhunt. The missing 
person is your Uncle Steve. Unfortu¬ 
nately, you're the only person looking 
for him — and at 15, you're a little 
young to be a hero. 

Dr. Steve Jones was searching for 
lost archeological ruins in the Coral 
Sea when he mysteriously disap¬ 
peared. Chief Coralcola, the leader of 
the first village you visit, thinks the 
professor has been abducted and that 
you're the best hope for his rescue. 
The village shaman agrees. She sends 
you off with a reminder to keep your 
eye on the famous constellation, the 
Southern Cross (its magic gives you 
unlimited continues). 

Unfortunately, that reminder isn't 
much help. A more practical approach 
is to talk with every villager on the 
first few islands until you gather 
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enough clues to find a message in a 
bottle. The letter gives you the code 
you need to submerge the Sub-C sub¬ 
marine, your main transportation. 
YouTl be able to travel further and 
faster underwater than by navigating 
on foot around the islands. 

Most of the island inhabitants are 
friendly, know who you are, and are 
willing to talk. In fact, if you don't talk 
to all the villagers in Coralcola, a guard 
blocks the entrance to the Island Tun¬ 
nel, the only way to reach Dr. J's lab 
and the Sub-C. 

You begin the adventure with one 
unlikely weapon, a yo-yo. It's power¬ 
ful, but it still doesn't pack enough of 
a wallop to knock out all the enemies 
you'll face. Luckily, you have oppor¬ 
tunities to pick up more weapons and 
magic items. 

Rarely does an object prove to be 
useless. You can bet that almost every 
weapon or magical item you find is 
needed somewhere in the tunnel 
ahead — often to defeat a boss. But 
don't worry about missing the one 
Star of Whatever or Thingamajig 
Shield and having to retrace your 
steps. If an object is required for fight¬ 
ing a boss, there are usually several in 
the tunnel, one of them often hidden 
just a room or two from that boss. 

StarTropics is packed with more 
action than most role-playing adven¬ 
tures, and it holds other surprises as 
well. The relatively complicated mazes 
provide plenty of challenge for RPG 
fans. 

Game Player’s Megatip: 

If you rescue the young dolphin 
being held prisoner by Octo the 
Huge, the grateful dolphins will lead 
you to Miracola Island. To beat the 
octopus, jump over the streams of 
his deadly ink and wait for him to 
charge into range. Freeze him there 
with the magic snowman, then 
pound him with your yo-yo. 




Ultima 


This FCI game was not only one of the 
very first translations of a computer 
title for the NES, but it was also one of 
Nintendo's first RPGs. 

In Ultimai aka Exodus Ultima ), you 
create a band of explorers, choosing 
from a wide variety of characters and 
attributes. You can send priests, dru¬ 
ids, paladins, thieves, rangers, or 
members of six other professions on a 
mission to save the kingdom of Brit¬ 
annia. These characters can also be 
from five different races: human, elf, 
dwarf, bobbit, or fuzzy. 

Once you've chosen your band 
and assigned their wisdom, dexterity, 
magic powers, and wealth, you must 
set about the task at hand. Britannia 
has been threatened by Mondain, an 
evil magician who has cast an "Exo¬ 
dus" spell over a nearby island, caus¬ 
ing chaos throughout the kingdom. 

With individual control over each 
character, you can explore Britannia 
and search for whirlpools, pirate ships, 
giant snakes, and dungeons. The pas¬ 
sage of time is realistic in Ultima , so you 
must also let your band eat and sleep. 

Your band needs all the energy it 
can get because it will do battle with 
zombies, goblins, and a host of other 
deadly foes. Still, you don't have to 
fight everyone and everything you 
meet. In fact, fighting the wrong people 
can get you into trouble. Attack some¬ 
one in a town, for example, and the 
guards at the gate jump you. But 
sometimes if you meet someone you 
don't want to fight, you can just dash 
into a building. When you come back 
out, the enemy might not be there. 

Game Player’s Megatip: 

If you’re having trouble finding the 
magic armor and the almighty 


sword, maybe you don’t have all the 
equipment you need. Go to the 
Death Cave, located north of Lord 
British’s castle, and look for a silver 
pick. Now you can search the is¬ 
lands with the pick until you uncover 
the armor and sword. 




Ultima: Quest 
of the Avatar 

Was it mere coincidence that you hap¬ 
pened to be lying against this particu¬ 
lar tree, by this particular stream, on 
this particular day? As you doze, you 
have the sneaking suspicion that 
someone — or something — has been 
expecting you. 

Then you pick up the glittering 
ankh, and a mysterious covered wagon 
appears. You aren't really surprised 
that the stranger inside the wagon has 
indeed been awaiting your arrival. He 
is Hawkwind, a fortuneteller, and one 
whose advice guides you further along 
this path of fate. 

The path wends its way through 
the kingdom of Britannia, where Lord 
British's attempts to establish his 
country have been met, time and time 
again, with resistance. Although all is 
peaceful now. Lord British knows that 
it can't remain that way. He must re¬ 
cruit the best and the bravest to join 
the Order of Avatarhood. 




























These gifted few form Britannia's 
first line of defense against all intrud¬ 
ers. And that's where you come in. 
Once Hawkwind has tested you and 
divined what character traits you 
possess, you're off on a quest to ac¬ 
quire the eight virtues of Avatarhood: 
Valor, Compassion, Honesty, Honor, 
Sacrifice, Justice, Humility, and Spiri¬ 
tuality. 

Depending on what Hawkwind's 
divinations uncover, you become one 
of eight characters that represent the 
eight provinces of Britannia. Each 
character has its own particular 
strengths and weaknesses at the start 
of the quest. Become familiar with 
your character quickly so that you can 
try to improve areas of weakness and 
exploit your strengths. 

As you journey through Britan¬ 
nia, you meet up with others who 
share the dream of Avatarhood. 
Knowledge of their attributes and li¬ 
abilities is also essential to your suc¬ 
cess. It's important — especially early 
in the game — to know who can be 
counted on in a fight. Though Lord 
British has cleaned up most of Britan¬ 
nia, there are still a few places where 
evil reigns. 

Ultima: Quest of the Avatar is a 
wonderfully dense game, full of the 
complexities and details one expects 
from the Ultima series. 

Game Player’s Megatip: 

Many chambers and passages in 
the provinces of Britannia have hid¬ 
den doors leading to essential items. 
Whenever you’re searching a room, 
look for any tiles or bricks that 
appear slightly different from the 
rest. These usually indicate the trig¬ 
ger mechanism for a hidden pas¬ 
sage or room. 




Zelda II: 

The Adventure 
of Link 


In Nintendo's Zelda II, evil beings in 
Hyrule are once again trying to dis¬ 
cover the secrets of the Triforce. When 
Princess Zelda courageously refuses 
to impart the secret, she's placed un¬ 
der a sleeping spell. Young Link is 
once again the sole member of the 
kingdom who's brave enough to try to 
free her from the magic. 

As Link, you must travel across 
Hyrule and visit six temples. At the 
end of each temple maze, there's a 
statue in which you must place a gem. 
When all the gems are in place and all 
the temples sealed, the Triforce of 
Courage is united with the Triforces of 
Power and Wisdom — and Zelda is 
awakened. 

You must do several things well in 
Zelda II if you're to win. First, you must 
be able to coordinate Link's fast-action 
fighting abilities. Second, you must 
learn to map your way through a series 
of complex and deadly mazes. And 
finally, you must uncover a great many 
hidden objects and powers. 

Link builds up points as he de¬ 
stroys enemies and finds certain ob¬ 
jects. It's very important not to try 
fighting your way through certain 
temples until you've found certain 
objects or powers, such as candles, 
keys, jumping ability, and special 
fighting techniques. 

You must explore every inch of 
Hyrule before your mission is com¬ 
plete, but begin the game by heading 
east-northeast and visiting Rauru and 
the first temple. If you visit those areas 
first, you'll get farther faster. 

A larger game than The Legend of 
Zelda, Zelda II also includes overhead 


(traveling) and side-scrolling (fight¬ 
ing) viewpoints. Link now has magi¬ 
cal powers as well. This new com¬ 
plexity — and some terrifically fierce 
bosses — make Zelda II a worthy se¬ 
quel. 

Game Player’s Megatip: 

There are three magic containers 
to be found. One container is hidden 
in a cave. As you get to Midoro 
Palace, you’ll notice the cave on the 
other side of the mountains. You 
can reach it easily from North Castle. 
A second container is in Death 
Mountain. After you find the ham¬ 
mer, go back outside and use your 
hammer to break the rock you see. 
Then go down to retrieve the magic 
container. The third container is in 
the town of New Kasuto. You need 
to use your hammer to clear the 
woods north of Three-Eye Rock and 
uncover the city. 
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there will be all kinds of different types 
of games for the Super NES — some¬ 
thing for everyone in the family. 

We recently had the chance to play 
three new Super NES titles —-Deforce 
from Asmik, a fast-action shooter; Jelly 
Bean from Sony Imagesoft, a cute ad¬ 
venture game with a very different 
kind of main character; arid Ultraman 
from Bandai, a head-to-head personal 
combat game on a big, big scale that's 
based on a popular Japanese televi¬ 
sion show. Here's a sneak preview of 
this trio of games you'll be seeing on 
store shelves later this year. 


If you're excited about the Super NES, 
you're not the only one. Game compa¬ 
nies are excited, too, and many are 
already producing titles for the new 
machine. By the time the Super NES 
hits the store shelves in September, 
quite a few really great games should 
be available. 

As many of you know by now, 
Nintendo of America began display¬ 
ing the new Super Nintendo system in 
early June. Although game players in 
the U.S. will have to wait until the first 
of September to get their hands on 
one, there's plenty of evidence that 


Through dozens of vertically 
scrolling screens, you face a seem- 


You pilot an attack chopper into fierce 
battle over land and sea — not a new 



idea, but one that has inspired some 
very popular games. The graphics in 
this game aren't as notable as in some 
of the other Super NES games we've 
seen, but they're a big improvement 
over the 8-bit Nintendo! 


ingly endless array of attacking en¬ 
emies. What it may lack in graphics, 
D-Force certainly makes up for in 
enthusiam, so loosen up that trigger 
finger. 


MORE 

GAMES 

TO 

PLAY! 



Your high-tech attack 
'copter roars onto the 
scene in D-Force. 
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Blasting enemies and collecting 
power-ups are the keys to this colorful 
shooter. 


Like airplanes from 
"The Flintstones," 
these enormous 
flying reptiles sud¬ 
denly attack your 
chopper. 




He was a normal boy — until the day 
he met the wizard. On that unlucky 
day, the wizard cast a spell and turned 
the boy into a jellybean! Now Jelly 
Bean must find the wizard and break 
his enchantment. 

Jelly Bean is a lot of fun, with one of 
videogames' more unusual heroes. 



Like a wobbly glob of gelatin. Jelly 
Bean wiggles and oozes his way 
through an enormous world, looking 
for the weapons and power-ups he 
needs to complete his mission. 

As Jelly Bean, you can jump and 
stick to walls and ceilings, allowing 
you to explore places most videogame 


characters could never reach. You can 
slide through pipes, climb trees, and 
even stretch yourself upward to attack 
enemies over your head. 

Sony Imagesoft's Jelly Bean is a 
great game, and the title character is a 
whimsical, unlikely hero. 





This big chicken is the first boss. He 
rushes at Jelly Bean, but our hero isn't 
worried. 


Jelly Bean can 
leap onto en¬ 
emies and ride 
them (a very 
handy talent), or 
squash them by 
flattening himself 
on top of them. 


Sometimes Jelly Bean finds a red ball. 
He can store these inside his body and 
spit them at enemies. 


Jelly Bean positions 
himself carefully 
and spews balls into 
the flying chicken. 
It doesn't take 
muchofthisto ruffle 
the bird's feathers. 
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Because of his excep¬ 
tional "jelliness," Jelly 
Bean can easily squeeze 
into this tiny pipe and 
explore the underside of 
the city street. 


Jelly Bean hitches a ride on a 
bird's back — the only way 
to cross this dangerous 
chasm, 
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An important part of this game in¬ 
volves sticking to walls and ceilings. 
Here, Jelly sneaks up on a fire-creature 
by walking along the ceiling. 



Ultraman captures the campy fun of 
the popular Japanese TV series on 
which it is based, although it will 
probably be a new experience for 
North American gamers unfamiliar 
with the television show. The title 
character is a metal-skinned crime- 


fighter more than 100 feet tall who 
protects Tokyo from the many 
Godzilla-like monsters that attack the 
city. 

In Ultraman, our hero meets a se¬ 
ries of monsters in mortal combat. 
Using karate and judo moves — and 


his secret Ultraman ray — Ultraman 
must defend Tokyo from certain de¬ 
struction. The combination of great 
graphics and super music makes this 
Bandai game a winner! 



Showing off the terrific scaling ability of the 
Super NES, Ultraman almost seems to fly into 
your living room. 



Ultraman faces the evil Bemular. By punching, 
kicking, and in this case, flipping, Bemular, 
Ultraman wears down his enemy. 
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~ien Bemular's life meter reads "FINISH," Ultraman 
in destroy the beast once and for all. Wait until 
raman's power meter is full, then zap the enemy 
fh Ultraman's deadly ray, 


Despite his heavy armor, Ultraman 
can deliver devastating kicks, Con¬ 
tinuously kicking the enemy is a good 
way to wear him down. 


Bullton, a frighteningly alien creature, can freeze 
Ultraman in his tracks. Bullton also appears and 
disappears at will, making him a tough enemy. 


Gelonimon is Ultraman's greatest 
challenge. It takes skill, strength, 
and intelligence to defeat this 
evil creature. 


The tables are turned as Ultraman finds himself 
being flipped by the powerful Mefilas, 










































Jenny and Cliff escape another harrowing experience. 


Leslie Mizell 



he cast and crew of 
The Rocketeer can 
boast two Academy 
Award nominations 
and two Oscars, two 
Tonys, three Emmy 
nominations and one 
Emmy, one Golden Globe, and an ACE 
Award. Is it any wonder that this ad¬ 
venture made such a big splash when 
it opened this summer? 

Action, romance, intrigue, science 
fiction — wrap it all into one package, 
and you've got all the ingredients of 
The Rocketeer. Pilot Cliff Secord is just 
an ordinary joe until he accidentally 
gets his hands on a rocket pack. Pur¬ 
sued by the FBI on one side and Nazis 
on the other, Secord has no option. He 
learns to use the rocket pack himself to 
fight the crooks. 

The Rocketeer is Joe Johnston's first 
movie since he filmed Honey, I Shrunk 
the Kids in 1989. "I've been a fan of The 
Rocketeer for nearly ten years," he 
says, alluding to the creation of the 


character in a comic book back in 1982. 
When Johnston finally got a chance to 
make a movie of the comic strip, he 
wanted a complete unknown to play 
ace pilot Cliff Secord. 

"It was important that the part of 
The Rocketeer be played by someone 
who was completely unencumbered 
by any baggage from previous roles," 
he says. Bill Campbell won the part 
from the hundreds of hopefuls who 
showed up for the open audition. 

"As it happens," says Lloyd Levin, 
producer for The Rocketeer. "[Camp- 
belll also looks similar to the character 
as drawn in the comic book. Both 
characters are strong-willed, ambi¬ 
tious, and independent." 

Campbell may be familiar to 
sharp-eyed TV watchers. He's had 
guest roles in "Family Ties" and "Star 
Trek: The Next Generation," and a 
recurring role in "Dynasty," but this is 
his first feature film. 

Jennifer Connelly plays Secord's 
girlfriend, Jenny Blake, a character 


added to the film version of the story. 
Betty, the ladylove from the comic 
strip, was deemed a little too tough 
and a little too curvy for the movie 
version. Last seen in John Hughes' 
Career Opportunities , Connelly has been 
acting in movies since she was 12. 
Now a student in Yale University's 
drama department, she's probably best 
known for her role opposite David 
Bowie in the 1986 Jim Henson-George 
Lucas collaboration Labyrinth. 

Supporting characters in The 
Rocketeer include Alan Arkin, who 
plays Secord's friend and mechanic, 
Peevy. In his long theatre, TV, and 
film career, Arkin has been seen in the 
comedy The Russians Are Coming, the 
Russians Are Coming, the thriller Wait 
Until Dark, and the Sherlock Holmes 
adventure The Seven Percent Solution. 
Last winter, he portrayed Winona 
Ryder's father in Tim Burton's Edward 
Scissorhands. 

Sinister Neville Sinclair is played 
by Timothy Dalton, better known to 
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ave Stevens tem¬ 
porarily left his 
drafting board for 
Hollywood while 
The Rocketeer was 
being filmed. As 
associate pro¬ 
ducer of the mo¬ 
vie, he wanted to 
make sure his cre¬ 
ation survived the leap the screen. 

Stevens's comic strip began as a 
favor for a friend, who needed a filler 
for another comic book. But the popu¬ 
larity of The Rocketeer was as jet- 
propelled as the hero himself. Not 
long after the strip debuted in 1982, 
Stevens was asked to continue the 
strip in his own series of comic books. 

The period setting of The Rock¬ 
eteer comic books causes some inter¬ 
esting situations. Stevens is careful to 
keep the dialogue, locales, and atmo¬ 
sphere faithful to the 1930s. 

"If you're going to have to draw a 
series and live with it," he says, "you 
need to create a world with characters 
that you can face every day. I think it's 
important to like the characters you 
draw. In doing so, readers will want 
to get to know them, too." 

Stevens was first approached 
about a movie version of The Rock¬ 
eteer in the mid-1980s. Screenwriters 
Danny Bilson and Paul DeMeo first 
suggested a movie version, and pro¬ 
ducers Lawrence and Charles Gor¬ 
don ( Die Hard and Die Hard II: Die 
Harder) and Lloyd Levin ( Commando 
and Predator) backed the effort. The 
rest is comic-book and film history. 


moviegoers as film's newest James 
Bond. The Welsh actor has a long string 
of stage roles to his credit, and his first 
film was The Lion in Winter with 
Katharine Hepburn and Peter O'Toole. 

Before moving into the director's 
chair, Johnston, a trained commercial 
artist, worked on the Star Wars trilogy. 
He's the guy who designed not only 
many of the spaceships, but also Yoda 
and the Ewoks. Johnston also earned 
an Academy Award for visual effects 
for his contributions to Raiders of the 
Lost Ark. The action-packed nature of 
The Rocketeer is second nature to him. 

"The special effects include going 
from live action to an optical effect to 
an animation effect, then back to live 
action," Johnston says. "The big con¬ 
cern was making sure there was a 
seamless blend of techniques." 

Los Angeles in 1938 wasn't the 
smoggy metropolis it is today, so 
Johnston and his crew selected Santa 
Maria, California to double for the 


city. "L.A. in the late 1930s was little 
more than a desert valley with hills 
and trees and orange groves," says 
Larry Franco, executive producer for 
the film. 

The same care was taken with 
costumes, which closely follow those 
in the original comic strip. "We ulti¬ 
mately made about 40 Rocketeer jack¬ 
ets," says costume designer Marilyn 
Vance-Straker, an Oscar nominee for 
The Untouchables. "There were so many 
unique functions required of the gar¬ 
ment. One had to have a panel that 
opened up with a parachute inside; 
others had equally important and dif¬ 
ferent features built inside." 

"The element that makes this 
project stand out from other films be¬ 
ing made," says producer Charles 
Gordon, "is that we're making a movie, 
not just a vehicle for a movie star. In 
this case, the movie itself is the star." 
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^piff Secord discovers the mysteri¬ 
ous rocket pack. If he knew the 
trouble that pack's going to cause, 
he might forget he ever saw it — 
then again, he might not. He is, after 
all, a hero in the making.... 


1 proximity mines detonate when 
you get close to them, throwing 
shrapnel at the level of your head. 
Keep standing until the mines ex¬ 
plode, then quickly duck so the 
shrapnel flies by. 


^lou're finally 
ready for your first 
flight, but it's a 
pretty short one. 
Don't tangle with 
the shooters on the 
platforms on your 
way up, just fly 
straight up and 
over. 


\ ^ rawlers never stop charging 
out of this doorway — and they all 
leave something behind when you 
kill them, mostly valuable fuel. Stand 
here and keep punching until you've 
got the maximum amounts of fuel 
and life. 


*0 def eat the fighters that 
bp-i drop out of the Gy¬ 
rocopter, stand in the 
mJ left corner, jump the 
Gyro's bullets, and 
shoot the brawlers to 
collect fuel. When 
you' re ready, take off 
and destroy the 
Gyro's engine. 


^lou run into other guys with 
rocket packs on the airfield. 
They're a little easier to fight if you 
stay on the ground. Run toward 
them and attack as they descend. 


Jeff Lundrigan 

object looked like a rocket en 


tunt pilot Cliff Secord 


mechanic, Peevey, try to fix the 


didn't consider himself a hero, 
just an ordinary guy making the 
best of a bad situation. When his 
plane is caught in a fierce shootout 
between FBI G-men and a mys¬ 
terious gang of crooks, it's com¬ 
pletely totaled. But as he and his 



plane, they find something — 
something that's not a fragment of 
the plane. 

It seems that one of the crooks 
stashed an odd-looking contrap¬ 
tion in the cockpit of Cliff's plane 
before he fled the FBI gunmen. The 


gine, but it was attached to a 
shoulder harness. It didn't take 
Cliff and Peevey long to figure 
out how to use the rocket pack, 
but many questions remained: 
Where had it come from? Who 
built it? What was it for? 



































































: -:<->>>>>>>>» 

SINCL4IBS 68T 
J - Y*d& THL 

M.AOE IS CIUM.IVC 


_ b sooner have you made it 
inside the club than Sinclair makes 
his exit — taking Jenny at gunpoint. 
It's time to blow this joint. 


But there was no time to 
ponder questions. Legendary 
movie star (and secret Nazi col¬ 
laborator) Neville Sinclair is be¬ 
hind the theft of the rocket pack 
— and he wants it back. Cliff 
manages to escape Sinclair's men 
by using the pack, but his girl¬ 


friend, Jenny Blake, isn't so lucky. 
Now Sinclair is holding Jenny to 
try to force Cliff to surrender the 
rocket pack. 

Donning the pack and a spe¬ 
cial helmet Peevey has designed to 
help him steer. Cliff flies off to 
rescue Jenny and smash the en¬ 


emy spy ring. He's become The 
Rocketeer! 

This game, based on an old 
comic strip, is divided into six 
chapters, with short cartoon se¬ 
quences in between to advance 
the story. You basic goal in each 
chapter is to fight your way 


V*ou have your first en¬ 
counter with RoboTanks — a 
sort of garden-variety mobile 
artillery — on the sidewalks 
outside Peevey's house. Jump 
over them so you can attack 
them from behind. 


f nee you've gathered fuel, take 
to the air again and fly over the 
city's rooftops. There's no time for 
sightseeing — beware of enemy 
rocketmen, homing air mines, and 
mortar launchers. 


you make your way to the 
Bulldog Cafe, watch out for the guys 
throwing grenades at you from the 
windows. They can't hit you if you 
keep moving. 


f the Bulldog Cafe, Peevey gives 
you the bad news: Sinclair has kid¬ 
napped Jenny! It's either give up 
the pack or try to rescue her — and 
you're not about to give up the 
pack. 




>thar is on the roof of the club. 
He's basically a bigger, nastier 
brawler than anyone you've en¬ 
countered so far. Wait for him to 
charge, then hit him before he can 
hit you. 


I If* 1 US 
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f\>e South Seas Club is where all 
1 the really big stars hang out. Since 
you're not a big star, you must go in 
through the service entrance. 


nee you've escaped the airfield, head 
for Peevey's house. You must fight your way 
out, however, because it doesn't take long 
for Sinclair's men to track you there. 
















































































two posts located at the 
club's entrance both contain bo¬ 
nus items. Crack them open and 
grab what's inside. 



t's best to fly through the club. 
Not only is it a little safer, but there 
are also lots of bonus items up 
among the rafters. 



ticket out. There's no boss to this 
stage — the enemies just keep 
coming until you've grabbed the 
fuel. But once your rocket pack 
kicks into overdrive, you're gone! 





through Sinclair's men. You face 
about two dozen different kinds 
of enemies, each with its own 
pattern of attack. As you advance, 
the enemies get more aggressive, 
but their patterns don't change 
much. If you learn the patterns 
and how to combat each one, you 


shouldn't have much trouble 
earning victory. 

There are six weapons at your 
disposal, ranging from your fist to 
a bazooka. You always carry these 
weapons with you, but you must 
find bullets to use in them — and 
each weapon requires different 


amounts of ammo per shot. Try 
to use your fists as much as pos¬ 
sible so you can hold that ammo- 
eating bazooka in reserve for an 
emergency. 

Some beaten enemies drop 
hearts for life energy, ammuni¬ 
tion, and — most importantly — 


taken to see a "famous industrialist 
millionaire." He's the one who built 
the rocket pack, and he can ex¬ 
plain a thing or two about Sinclair 
as well. 


hen thugs surround the 
millionaire's house, you must es¬ 
cape through the woods. You can 
fly up the cliffs instead of jumping 
— just watch out for killer bats. 


ith all the exits blocked there's 
only one way out: through the roof! 
But now you've lost Sinclair's trail. 


out for branches falling 
from the trees. Step under the trees, 
then back away to dodge the 
branches. Sometimes you can run 
past the branches — but you'd 
better be fast. 


Ic 


lake your 
way into the ob¬ 
servatory through 
the roof. Kill the 
brawlers to gain 
fuel and ammo, 
then knock out 
the guns with your 
bazooka. 
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probably right in front of guys who 
don't like you. And they have guns. 

The Rocketeer's graphics are top- 
notch — among the best we've 
seen lately for the NES. While the 
action isn't completely original — 
it falls into the same run-jump- 
shoot category as a lot of other 


games, and bears more than a 
passing resemblance to Jaleco's 
Rocket Ranger — it's well- 
handled, not too difficult to play, 
and looks so good you're not 
likely to complain. Its pulp-se¬ 
rial, high-adventure setting is a 
real treat, too. D 


fuel for the rocket pack. Flying is 
an absolute necessity during some 
parts of the game, so get the hang 
of it quickly. Unfortunately, your 
rocket pack is a real gas-guzzler. 
If you don't keep an eye on the 
fuel gauge, chances are you'll end 
up dropping out of the sky. 


Bandai 
12851 East 
166th Street; 
Cerritos, CA 
90701 


ust 

when it 
looks like 
you're get¬ 
ting close to 
your goal, 

Sinclair 
springs an¬ 
other trick—an armored zeppe 
lin getaway vehicle, 
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fefore you can do anything to 
stop him, Sinclair grabs Jenny — 
again — and climbs aboard the 
zeppelin. Another escape! 


takes 
every 
drop of 
fuel 
you've 

got, but you fly after the zeppelin. If 
you can catch it, Sinclair's options 
have finally run out. 


le aerial machine guns aren't 
as tough as they look. They can fire 
only at certain angles, and they're 
so slow that you can run right un¬ 
derneath them without being hit. 


^/estroy the radar dish to shut down 
the electrofield barriers — it's the 
only way to continue your mission. 


/on't try to duck during your 
final showdown with Sinclair—you'll 
never stand up again if you do. Re¬ 
main standing and keep shooting 
at him. You may get shot a few 
times, but you'll live. 
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THE BARD’S TALE 


he town of Skara Brae 
was once peaceful and 
prosperous — a nice 
place to live. But then 
an evil sorcerer, 
Mangar, cursed the town and doomed 
it to the bleakness of eternal winter. 
When the city gates were frozen shut, 
the people of Skara Brae were trapped 
inside, easy prey 
for the hordes of 
vicious monsters 
that suddenly 
appeared. 

But the city 
was frozen by 
more than just ice 
and snow. It was 
also frozen by 
fear. No one 
seemed willing 
to stand up to 
Mangar and try to put an end to the 
city's curse. But in the heart of the city, 
behind the walls of the Adventurer's 
Guild, there were still a few brave 
souls. The small band of wizards and 
warriors is young, inexperienced, and 
untested, yet it's ready to take what¬ 
ever risks are necessary to defeat 
Mangar and free Skara Brae. 


The Bard's Tale was a ground¬ 
breaking PC game when it was re¬ 
leased around five years ago, and now 
you can encounter much the same 
challenge in this NES version. It's one 
of the first "mature" role-playing 
games (RPGs) for Nintendo. Not as 
visually interesting as Dragon Warrior 
or StarTropics, The Bard's Tale is a get- 
down-to-busi- 
ness RPG. 

Be prepared 
to put in a lot of 
time and effort, 
though — The 
Bard's Tale is 
fairly large and 
detailed. And 
you should pol¬ 
ish your fighting 
skills, too — 
you're going to 
be faced with a running battle against 
the creatures of Skara Brae. You can't 
take two steps in, above, or below the 
city without getting attacked by 
groups of monsters. 

But this constant combat isn't a 
bad thing. You gain battle experience 
when you defeat monsters, and with 
experience comes power. Unless you 




HINT 


The Review Council raises your trait 
scores (strength, intelligence, and so 
on) as well as experience level. Save the 
game before going to the council, then 
advance your characters one at a time. 
If they don't raise the trait you want, 
you can reset the game and try again. 
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Always outfit your 
party with the best 
weapons and armor 
you can afford. It 
doesn't pay to be 
stingy — and it can 
even be fatal. 


Jeff Lundrigan 
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You can heal any affliction in the 
temple — including death. If you've 
got the cash, you can also restore all 
your hit points and magic points. 



The Review Council raises characters' 
levels and grants new spells. It also 
restores hit and magic points for any 
character obtaining a new level. 
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Guardian statues are found around 
Skara Brae. They come to life and at¬ 
tack your party, and you must defeat 
them to pass by. 
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Each group of creatures attacks once, 
so concentrate your attacks on a single 
group until it's defeated. This cuts 
down on the number of times you're 
attacked. 



into the cellar, which contains the 
entrance to the sewers. Believe it or 
not, this is the first leg of your journey. 


learn to cast powerful spells and 
wield strong weapons, you stand no 
chance to defeat Mangar. 

You begin the game by building 
a party of characters in the Adventur¬ 
er's Guild. Each character has indi¬ 


vidual statistics, so if you don't like 
the vitality or intelligence of your 
character, choose another. Warriors 
and Hunters should have high 
strength and vitality points so they 
can do (and take) a lot of damage. But 


intelligence is what's important for 
Wizards and Sorcerers. The higher 
the intelligence score, the more magic 
points they receive at each new ex¬ 
perience level. Wizards especially 
need every point they can get because 
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Magic mouths are found in the mazes. They give clues — 
usually in the form of riddles. Write down what they say 
so you can remember it later. 
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Your primary goal in each maze is to find the stairs up (or 
down) to the next floor. Make sure you explore the entire 
floor before you continue to the next. 
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The body of a long-dead heretic lies 
in the deepest level of the sewers. The 
item that proves he's a heretic proves 
that you're one, too — which can be 
useful. 


The Bard can sing a Traveller's Tune, 
which teleports the party back to the 
Adventurer's Guild. This makes it 
possible to stay in a maze until your 
party is near death, then leave safely. 
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they can cast not only healing spells, 
but powerful attack spells as well. 

Of all the classes. Rogues are the 
least useful. They don't fight espe¬ 
cially well, and their only important 
skill is the ability to disarm traps. On 


the lower levels, the party occasion¬ 
ally needs someone to help it survive 
dart traps or raise the money to cure 
someone who's been turned to stone 
or possessed, but at higher levels the 
party members take care of them¬ 


selves. When you reach the higher 
levels, you should replace your rogue 
with a hunter. Although this new 
member has a lower experience level 
than the rest of the party, he'll quickly 
catch up if he's outfitted well. 



The Temple of Tarjan, called the Mad God, is a place for 
heretics. Show the priest proof that you're a heretic and 
he'll let you into the catacombs. 
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When dopplers possess a party member, he begins attack¬ 
ing the others. Cure him by entering Party Combat and 
attacking him until he's down to one hit point. 
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Aildrek, the undead High Priest of 
Tarjan, can be found in the heart of 
the catacombs. He's got Tarjan's great 
Crystal Eye, but he won't just give it 
to you. 



Certain Sorcerer spells can destroy a 
creature's mind, instantly killing its 
body as well. Of course, the creature 
must actually have a mind for the spell 
to work, and some minds are too 
strong to be destroyed. 



Sorcerers can also help supple¬ 
ment your party. They can summon 
illusory creatures to fight on your 
side. Use them right away — the 
summoned creature not only pro¬ 
vides an extra attack per combat 


round, but it also draws some attacks 
that would otherwise injure party 
members. 

The Bard's Tale is as much a game 
of resource management as it is a 
fantasy RPG. You must keep close 


tabs on your party's abilities, care¬ 
fully nurture the party members 
along, and develop them into the 

defeat Mangar the Wicked 
hope to win the game. 


The castle entrance is guarded by a dragon, but if you've got 
the Eye, he lets you in. 


The throne hides a secret passage. You need the White- 
mantle to open the throne. Look for it in the guard's room, 
to the right of the entrance hall. 
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Tarjan comes back to life when re¬ 
united with his Crystal Eye. When 
you beat him, you'll find the Crystal 
Key. Use the key to open Kylearn's 
Tower. 



The upper floors of the castle contain 
Brass Dragons. But they aren't as 
tough as they look because they only 
attack one by one. 


If you're careful, none of the mazes in Skara Brae 
needs mapping. Mangar's Tower, however, con¬ 
tains numerous teleport squares, and some areas 
look exactly like others. Make maps of the 16x16 
grid floors, and use "Scry Sight" often to make 
sure you know where you are. 


150 East 52nd Street; 34th Floor; 
New York, NY 10022 
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Kylearn is imprisoned on the top floor of his tower. One of 
the few friendly beings you meet, he gives you the Jade Key 
to Mangar's Tower. 


Fight your way past the guardian statue to the entrance of 
Mangar's Tower. Are you ready for the traps, tricks, and 
dangerous creatures within? 
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INDIANA JONES AND THE LAST CRUSADE 


he Indiana Jones mov¬ 
ies were patterned after 
the old-style serial 
cliffhangers — short 
movies in which the 
hero got into a life-threatening situa¬ 
tion at the end of every ten-minute 
installment. They were short on plot 
and long on action. The videogame 
version of Indiana 
Jones and the Last 
Crusade is much 
the same. 

A busy—but 
boring — day 
spent grading 
papers and con¬ 
sulting with stu¬ 
dents is inter¬ 
rupted when In¬ 
diana Jones gets 
a package in the 
mail. It's his 
father's Grail diary, containing every 
note, every sketch, every clue from his 
father's lifelong search for the chalice 
Jesus used during the Last Supper. 
Indiana knows something is amiss. 
But without your help, he'll never find 
out what's wrong. The action in this 
boring day is about to pick up. 


Indiana Jones and the Last Crusade 
basically follows the action of the 1989 
movie, even including digitized im¬ 
ages from the Harrison Ford-Sean 
Connery film itself. As the whip- 
wielding hero, you must find the Holy 
Grail before it's uncovered by the 
Nazis. Although your final goal is to 
find the Grail, there are several mini¬ 
quests and res¬ 
cues to complete 
along the way. 

The action is 
non-linear, so 
you can choose 
the order in 
which you wish 
to take on the 
missions. But be 
warned! The path 
you take might 
make the game 
more difficult. 
The first of the six scenarios you at¬ 
tempt is automatically played at a 
difficulty level of 1. If you win that 
game, the next scenario is played at 2, 
and so on. To finish the game quickly, 
you should play the hardest scenarios 
first (even going for the Grail right off 
the bat!) and leave the easiest for last. 




HINT 


I 


You escape from Berlin on a motorcycle, 
with enemy soldiers in hot pursuit. The 
road forks eight times. One path usu¬ 
ally leads to a chasm that can be jumped, 
while the other leads to the same gorge 
but offers no safe landing spot. The safe 
paths are (in order): left, right, right, 
right, left, right, right, left. 



The Cross of Coron¬ 
ado was stolen from 
Indy when he was a 
child. At last he has a 
chance to even the 
score. 


Leslie Mizell 



The flying kick is a good defense. You'll 
bounce off the wall, spin around, and 
(hopefully) send your enemy sailing. 



You can kill enemies with one blow if 
you hit them with your whip. When 
the enemy counter reaches 00, you're 
ready to face the captain. 



When the Grail diary arrives in the 
mail, you know something's wrong. 
Your father would never have parted 
with it unless he was in trouble. 
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If you fail during any stage, you lose 
the diary and must go to Berlin to 
retrieve it. Your motorcycle getaway 
is the most difficult sequence in the 
game. 


Even when you're not being chased 
by enemy soldiers, you must watch 
out for gun turrets, tanks parked in 
the road, and washed-out bridges. 


But if you want a true challenge, 
play the game in the same order as 
the movie sequences. 

In the first scenario, you must 
steal the Cross of Coronado from a 
cargo ship. Using your fists, your 


flying kick, and your whip — your 
only weapons throughout the game 
— you must fight off thugs on three 
ship levels, beat the captain to get the 
cross, then jump overboard before the 
ship explodes. The number of sailors 


you fight depends on the difficulty 
level. 

The Venetian scenario, the only 
sequence you can't play more than 
once, is a puzzle that's vital to 
finding the Grail. You must com- 
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OK, you've got the Grail back, but now your dad's been 
kidnapped by Nazis. 



Before each scenario, you're given choices — a sort of level- 
select. The order in which you choose the scenarios affects 
the difficulty of the game. 
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It's not hard to search the castle be¬ 
cause each hallway has a different 
marker on the wall. When you find 
the room with a fireplace, sit in the 
chair to uncover the secret exit. 


Brunwald Castle is now a stronghold 
for the Nazi forces. Rescuing your 
father is sure to require fighting off a 
few enemy soldiers. 


plete a jigsaw puzzle of the Grail 
while flames lick closer and closer 
to your heels. Fitting the handles, 
base, and stem together will help 
you identify the Grail when faced 
with almost-identical versions. 


In Castle Brunwald, you must find 
your father in the mazelike passage¬ 
ways that are constantly patrolled by 
soldiers. In the desert of Iskenderun, 
you must rescue Marcus Brody from 
an enemy tank within a time limit. 


When the Grail diary is stolen, you 
must travel to Berlin. Once you've 
grabbed the diary, you must escape 
by motorcycle, avoiding minefields, 
washed-out bridges, and enemy sol¬ 
diers. 



Every scenario you complete brings you one step closer to 
finding the Holy Grail. This mystic relic can't fall into the 
hands of Nazis. 



You can play the Venice scenario only once. Solve the 
puzzle just as you would a tile puzzle. Remember — the 
earlier you go to Venice, the easier the puzzle is. 
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Now three deadly trials are all that lie between you and the 
Grail. 


The Grail diary shows you the path for "The Footsteps of 
God," the symbol for "The Leap from the Lion's Head," 
and the sketch of the Grail you completed in Venice. 
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ferent Indiana Jones for PC — graphic 
and arcade versions. This NES trans¬ 
lation from Taito could have been as 
complex as Maniac Mansion (another 
Lucasfilm original), but instead con¬ 
centrates almost solely on the arcade 


Your final trial is in the temple. 
Search the Grail diary for clues to 
reach the knight's chamber, then risk 
death by selecting the correct Grail 
from the dozen possible choices. 

Lucasfilm developed two dif- 


sequences. Unfortunately, these 
tion scenarios are so brief that 
one, neither action nor strategy fg 
is fully going to be satisfied with 
result. 


The soldiers come out of the tank one 
at a time — always to the left. If 
you're careful, you can stand to the 
right and kick them as they land on 
the tank's treads. 


You must attempt another rescue in 
the desert of Iskenderun, where your 
colleague, Marcus Brody, is being 
held inside a tank. 
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One false step in the "Footsteps of 
God" trial, and you'll fall through 
the floor to your death. 


HINT 


Study the diary to see the safe path for the 
"Footsteps of God" trial and the correct symbol 
for the "Leap from the Lion's Head." Work 
quickly—your torch could burn out at any time, 
and a misstep means certain death. Remember 
to spell "Jehovah" with a "J," not an "I" as in the 
film. 


This crusader has been guarding the 
Grail for hundreds of years. He's not 
likely to give it up to an unworthy 
hero. 



When you study the sketch of the Grail in the diary, be sure 
to notice the bowl (round or V-shaped), the handles (curved 
or S-shaped), the lip (fluted or smooth), and the base. 


When faced with a dozen nearly identical chalices, it's 
tough to choose wisely. But the wrong choice spells the end 
of Indy — and his dad. 
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THE LITTLE MERMAID 


hen Ariel left her ocean 
home at the end of the 
hit Disney movie. The 
Little Mermaid, she and 
Prince Eric were ready 
to live happily ever after. But her foe, 
Ursula, had other plans. 

Without Ariel to bother her, the 
evil witch begins to take control of the 
entire ocean. 

Ariel's friends 
Flounder, Seb¬ 
astian, and Scut¬ 
tle tell her what 
Ursula's doing, 
and Ariel leaves 
her human form 
— and Prince 
Eric — to return 
to the sea in an 
attempt to stop 
the witch. 

Capcom's 
game begins 
when Ariel dives back into the deep 
blue sea. It doesn't take long for her to 
realize that everything has changed 
since she's been gone. The guppies 
that had been her playmates have 
turned mean, and the bigger fish now 
desire mermaid-flavored fish food. 


You must guide Ariel safely 
through five underwater levels on a 
search for Ursula. In the Coral Sea, 
starfish attack from hidden coral caves 
beneath you, while a shark guards the 
exit. As you search a sunken ship for 
hidden treasure, ghosts try to spook 
you by popping out of portholes, but 
they're easy to scare off with bubble 
attacks. 

Watch your 
step in the icy 
ocean — you 
must flop onto 
ice floes to grab 
magic shells, but 
the ice is slippery 
and you might 
find yourself 
sliding back into 
the sea empty- 
handed. And 
mysterious fish 
hide beneath the 
sand in Volcano Bay, waiting for you 
to swim by before they attack. Schools 
of blowfish guard the twisting maze 
of warp tunnels in the Palace of Gloom. 
But once you've made your way safely 
though the palace, you're fin-to-face 
with Ursula. 



| 




The warp tunnels in this game work 
differently from those in most games. 
If y ou warp through a door and notice 
that you're in a cavern you've already 
visited, go back through the same door. 
Instead of warping back where you 
came from, the door transports you to 
an area of the stage closer to the final 
b 



THEN OME DPtY , SEBAST 1 PH , 
FLOUNDER AND SCUTTLE 
CAME TO SEE PR I EL IN P 
BIB HURRY. 


Ursula has plans to 
take over the entire 
ocean, and Ariel's 
friends know that 
their little mermaid 
friend is the only one 
who can save the sea. 


Lisa M. Bouchey 



Swish Ariel's tail twice to catch a fish 
in a bubble, then grab the bubble trap. 
If you throw it at another fishy fiend 
before the bubble bursts, you've 
knocked two enemies out of the way. 



Sunken treasure chests are valuable 
because of the power balls hidden 
inside. But remember — you must 
have a magic shell to unlock the trea¬ 
sure. 



Red power balls help your tail make 
bigger bubbles, and green balls give 
you extra strength for leaping, diving, 
and moving obstacles out of your way. 
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This shark looks hungry — and Ariel 
looks like the perfect lunch. Bubble- 
trap the smaller fish, then toss them at 
the shark. 


When you defeat a level boss, a pot 
appears on the screen. Grab it to ad¬ 
vance to the next level. 


Your best defense against at¬ 
tackers is your strong tail. When 
small fish attack, swish your tail twice 
to catch the fish in a bubble, then 
swim to the bubble and grab it. It 
bursts in a few seconds, but if you 


throw the captured fish at another 
enemy before the bubble pops, you 
can kill two fish with one bubble. (If a 
whole school swims around just swish 
your tail to catch more than one fish in 
your bubble-trap.) 


As you swim along, search the 
sea's sandy bottom, coral reefs, and 
rock ledges for magic shells. Swish 
the shell with your tail to make it 
float, then grab it. You can do more 
with these shells than hear the ocean. 



You can't catch these fish in your bubble trap, but if you 
whip them with your tail, they freeze in their tracks so you 
can swim around them. 


In some spots, it's necessary to leap out of the water onto 
a ledge to grab a shell or open a treasure chest. Don't waste 
time — Ariel feels more at home in the water. 
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These starfish don't just swim around 
— they shoot out from underground 
caverns and circle up and around the 
swimming mermaid. 


To beat the boss of level 2, bubble-trap 
the crabs crawling about the sunken 
ship, then throw them at the moving 
heads. Keep it up until the pot is yours. 


When you toss them at enemies, you 
stop them in their tracks. And you 
can also use shells to open sunken 
treasure chests. 

When you open a treasure chest, 
grab the gleaming ball that floats 


out. Red balls make your bubbles faster 
and stronger so you can snare even 
the biggest fish, and green balls give 
you the strength to leap, dive, and 
push things so you can swim unob¬ 
structed. 


The dangers you encounter as 
you search each level are nothing 
compared to the bosses guarding 
the exits — they're the most danger¬ 
ous foes in the game. To defeat them, 
catch smaller enemies in your 



The ice ledges are slippery — if you don't move carefully, 
you'll slide off the ice floe without the treasure or magic 
shell. 


When you pick up a shell, hold on to it as long as possible. 
If you're holding a shell and run into a fish, the fish 
disappears from the screen. 
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As you search Volcano Bay for hidden 
treasures and traps, watch out for lava 
explosions. 


The walrus boss looks like he wants 
to play, but he's a little too rough for 
you. When he drops shells, pick them 
up and throw them back at him. 



bubbles and throw them at the boss's 
weak spot—the same strategy works 
even when you face Ursula. 

Capcom is aiming this game at 
girls, but anyone who enjoyed the 


Disney cartoon will have fun playing 
The Little Mermaid. Its colorful charac¬ 
ters, sparkling graphics, nonviolent 
game play, and enchanting storyline 
make it a good family game. The ac¬ 


tion is occasionally challenging 
enough to test even the more experi¬ 
enced players. 


Big, mean fish are waiting for you in this volcanic world. 
Don't swim too close to the bottom — you never know 
when fish are likely to dig out of the sand and attack. 


This Soldierfish defends the exit of Volcano Bay. Keep an 
eye on the cannons in the sunken ship — the Soldierfish 
launches ammo for your attack from his big guns. 
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Capcom 

3303 Scott Blvd.; Santa Clara, 
CA 95054 


on to it as 

long as possible. Aside from using the shells to 
open treasure chests, you can use them as batter¬ 
ing rams against enemy fish. Carry the shell in 
front of you so enemy fish bump into it and fall 
harmlessly out of your way. 


The best way to get by these snakes is 
to dodge them when they move to¬ 
ward you. 


These facelike openings lead to warp 
tunnels in the Palace of Gloom maze. 
Warp from door to door until you 
reach a cavern filled with underwa¬ 
ter serpents. 



Ursula might look tough, but you can beat her the same 
way you destroyed the other bosses — when she drops 
fish, bubble-trap them, then throw them at her head. 



When Ursula comes back (madder than ever), bubble-trap 
the fish at the bottom of the screen and throw them at 
Ursula's head. Soon, you'll have saved the ocean. 
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THE LONE RANGER 


fiery horse with the 
speed of light, a cloud 
of dust, and a mighty 
'Hi-Ho, Silver'" —mil¬ 
lions of kids grew up 
watching the Lone Ranger, that cham¬ 
pion of justice with the familiar theme 
song. His identity 
forever hidden 
behind a mask, 
former Texas 
Ranger John Reid 
(along with his 
faithful compan¬ 
ion Tonto) rode 
the lawless plains 
of the Old West, 
righting wrongs 
and leaving folks 
wondering, "Who 
was that masked man?" 

At least, that's the way it used to be. 
Somewhere in the midst of this NES 
translation, Konami lost the spirit of 
"The Lone Ranger." Don't get us 
wrong — this is a nice game to play if 
you don't know anything about the 
character. There are fine graphics, 
good sound, and lots of variety. But 
the premise of this game — killing the 


bad guys to collect money or other 
valuable items — is totally alien to the 
legend of the Lone Ranger. We only 
hope Clayton Moore never has to play 
the game. 

In his numerous adventures on 
television — and before that, on radio 
and in books — 
the Lone Ranger 
never once killed 
anyone. Sure, he 
was great at 
shooting the gun 
out of a despe¬ 
rado's hand, but 
his marksman¬ 
ship never in¬ 
flicted more than 
a flesh wound. 
Tonto also taught 
his kemosabe to use his fists, and the 
Lone Ranger always brought his men 
back alive. You can fight barehanded 
in The Lone Ranger , but you're usually 
at too great a disadvantage to do so, 
especially in the higher levels. 

In this game, like the previous 
versions, the Lone Ranger lives in a 
world of black and white—black hats 
and white hats. Anyone wearing a 




Buy plenty of ammo before you en¬ 
ter any of the shooting scenes. If you 
have enough bullets, you're able to 
use rapid fire, which significantly 
improves your chances of surviving 
the gun battles. 



"Return with us now 
to those thrilling days 
of yesteryear...." The 
Lone Ranger even keeps 
the familiar theme 
song, Rossini's William 
Tell overture. 


Gary Meredith 



You'd better listen to Tonto, Ranger. 
Without the services of Silver, you 
don't stand a chance against the head 
of the Cavendish gang. 



It's wise to note the location of the gun 
shop whenever you enter a new town. 
You never know when you might need 
to stock up on bullets. 



STANOftRO BULLETS 

» 

10 

* SILUER BULLETS 

m 

20 

TNT 

m 

30 

SHORT BftHHELLEI) 

SlW 


Silver bullets are much more effective 


than normal bullets, but they do cost 
considerably more. For now, just ig¬ 
nore the TNT. 
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Here's a scene more typical of another 
Western TV show, "Gunsmoke." If 
you want to earn enough money for 
weapons, you must do some indis¬ 
criminate killing in this street 
shootout. 


If you're a bit uncertain about 
your marksmanship, you can use 
these facilities to knock off a few 
glass jars. With a little practice, 
you'll be ready to take on the 
Wild West. 


black hat is ready to shoot you in 
the back, while anyone in a white 
hat is fighting for truth and justice. 
There is a touch of gray in this 
game, however. Your initial deal¬ 
ings with the Narapmino Indian 


tribe are negative, but you can redeem 
yourself by helping them later on. 
Aside from this lapse, you live in the 
Wild West, where subtleties of char¬ 
acter and motivation are lost in the 
dust. 


Your main goal in The Lone 
Ranger is to accumulate enough 
firepower to survive your final 
rendezvous with Butch Caven¬ 
dish, the man responsible for the 
murder of your father and fellow 



You've finally lassoed Silver, the steed of your dreams. He's 
a tough horse to train, but his speed and intelligence make 
it worth the effort. 



Your biggest shooting challenge is from the back of a horse 
at full gallop. Killing is tough, but just keep telling yourself 
that these guys asked for it. 
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Obviously, these outlaws have no 
respect for the legend of the myste¬ 
rious masked man. Don't let a barrel 
hit you, or it's certain death. 


The Lone Ranger isn't about to take a 
drink in this saloon unless they're 
serving milk. But one of these chan¬ 
deliers could give him a real hangover. 



Texas Rangers. This unfortunately 
means plugging as many people 
as possible. This Lone Ranger isn't 
above mowing people down with 
a Gatling gun — or even using the 
less personal touch of heaving 


some TNT into a crowd. Still, if it 
means rescuing the U.S. president, a 
little cold-blooded slaughter might be 
expected. 

Variety of game play certainly isn't 
a problem with The Lone Ranger. 


There's the standard role-playing 
adventure viewpoint, but there's 
also side-view adventuring, hori¬ 
zontal- and vertical-scrolling ar¬ 
cade scenes, and first-person 
"shooting gallery" gunplay. You 


Sometimes you're able to revive the spirit of the Lone On the other hand, there are some things you'd never see 

Ranger's code and engage in some good, clean fisticuffs. the real Lone Ranger do, such as cutting people down with 

a Gatling gun. 
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If you're going to break the rules, you 
might as well break all of them. With 
a hand this lousy, you'd better fold 
while you still have a few bucks left. 


Since every corner of this mazelike 
building could hide some quick¬ 
drawing outlaw, it pays to be vigilant. 
Don't forget to pick up that extra 
ammo. 



can also use a light gun for some of 
the shooting sequences. You may 
be irked at this adaptation of the 
old West's Robin Hood, but you 
won't be bored. 


It's a shame that the designers of 
The Lone Ranger overlooked the chance 
to come up with a really different 
game, one that emphasized alterna¬ 
tives to killing and mayhem. With 


such an otherwise nicely executed 
game, Konami should have de¬ 
signed The Lone Ranger to reflect the 
spirit of the original series. 


i 

; 

= 


Western women seem to be fairly blase about gunplay, 
even aboard trains. You aren't very far from your confron¬ 
tation with Cavendish now. 


Take care when riding through this canyon. The guys 
dropping boulders on you are bad enough, but the Indians 
with the tomahawks are murder. 
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Konami 

900 Deerfield Parkway; Buffalo 
Grove, IL 60089-4510 


Once you're inside Butch Cavendish's hideout, 
you find a row of doors. Take the one on the far 
right, then destroy the northern wall of the room. 
This allows you quick access back into the hide¬ 
out if you have to use the Continue option. 


If you're able to go up into the hills 
and retrieve the rare rainbow egg from 
the bald eagle's nest, you receive 
eternal gratitude and friendship from 
the Narapmino chief. 


Your first meeting with the 
Narapmino Indians isn't going well, 
as you can see by the flying hardware. 
Keep trying different tepees until 
your efforts are rewarded. 


H MIAIT 



Just before your final battle with Cavendish, you must 
contend with these whirling blades of fire. Watch for pat¬ 
terns, then make your move. 



Butch Cavendish isn't easy to beat, even if you do have a 
full arsenal of weapons. If you have plenty of TNT, it's best 
to get him in a corner and bomb him from above. 
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THE UNTOUCHABLES 



e's got Chicago in his 
hip pocket. Policemen, 
politicians, heads of in¬ 
dustry — most have 
their price, and A1 
Capone has the money to buy them. 
Chicago is his turf. Behind his fat cigar 
and big desk, he's the living legend of 
the 1920s' gangster world. 
However, 


fflwAfr 


there's one man 
who won't sell 
out to Chicago's 
crime boss. Fed¬ 
eral agent Eliot 
Ness wants Ca¬ 
pone and his 
gang behind 
bars. And Ness is 
about to shake 
things up in Pro¬ 
hibition Chicago. 

In The Untouchables , Ness, Oscar 
Wallace, George Stone, and Jim 
Malone have formed a dynamic crime¬ 
fighting team. It's up to you to help 
these elite agents bring A1 Capone's 
crime empire to its knees. You can bet 
your Tommy gun that it won't be just 
another day in the office as you run 
and gun through seven levels of al¬ 


leyways and warehouses, chasing 
down notorious criminals. 

Just as in the 1987 movie of the 
same name, you need accuracy and a 
quick trigger finger to survive the street 
brawls. But The Untouchables is less a 
translation than a shooting-gallery 
game with a few characters and ele¬ 
ments drawn from the movie. To put 
Capone in the 



In stage 4-8, you're ambushed in an 
alleyway by a lone gunman who jumps 
out from behind a wall, squeezes off a 
few rounds, then quickly ducks be¬ 
hind the wall. Don't switch characters 
here. Instead, stand in the alley and be 
prepared to fire. 


slammer, you 
must shoot a 
given number of 
enemies or bot¬ 
tles within a cer¬ 
tain time limit. 

Although 
these stages 
won't excite you 
with flashy char¬ 
acter maneuvers, 
they'll get your 
pulse racing as you compete against 
the clock to blast through contraband 
or Capone's thugs. Aim the cross hairs 
of your gun at the target with your 
controller, then pull the trigger with 
either the A or B button. You'd think 
that this type of shooter would allow 
you to use the Zapper light gun, but 
that's not an option. 



There's an ambush in 
stage 1. These alley- 
way windows pro¬ 
vide perfect firing 
positions for Ca¬ 
pone's thugs, so aim 
your shotgun in the 
middle of the alley, 
then wait for one of 
the snipers to poke 
his head out. 


Richard Lashley 



When you duck behind a wall, your 
shotgun automatically reloads with 
two shells. Remember, there's a time 
limit in which to shoot the thugs in 
each stage — so don't hide too long. 



There are even more hitmen gunning 
for you in stage 1-3. The crooks in 
doorways take a large bite out of your 
energy if they hit you with one of their 
close-range shots. 



In a big town like Chicago, suffering a 
defeat at the hands of Capone is very 
embarrassing. Every newspaper in the 
city splashes your face across the front 
page. 
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In stage 2, there are two-legged 
as well as four-legged rats inside 
the warehouse. You're sur¬ 
rounded by hitmen as you chase 
Capone's accountants. Kneel 
down to dodge these bullets. 


You can't switch from Ness to his 
counterparts in this stage. Now more 
than ever it's important to grab the 
violin cases full of energy left behind 
by destroyed enemies. 


And you can't go through The 
Untouchables with both barrels 
blazing. For example, a series of 
alleyway gunfights makes up stages 
1 and 4. Since your shotgun can 


hold only two rounds, you must duck 
behind a wall to reload — a poten¬ 
tially deadly move if you don't prac¬ 
tice. To beat the clock in each stage, 
you must fire rapid, accurate shots. 


Since you're not immune to the 
streams of flying lead, it's impor¬ 
tant to keep your team healthy. Each 
character's energy recharges when 
he's not in use, so switch between 



You have only ten bullets when you enter this warehouse. 
If you need ammo, look in the upper corners of the ware¬ 
house. Often, there's a violin case of ammo hidden there. 



Chase down the gray-hatted accountants to gather the 
evidence they're carrying. Remember, you're not just bat¬ 
tling criminals, but the clock as well. 
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In the border raid during stage 3, 
roll on the ground and shoot bottles 
wherever they appear. It's impor¬ 
tant to switch between characters 
here because you can't take cover 
from the hail of bullets these goons 
are firing at you. 


Bullets pound into the ground near 
your face, spraying you with 
blinding spurts of dirt. However, 
your aim must remain accurate. 
Watch the sparks your bullets make 
when they slam into the trucks to 
check your aim. 


characters often. Actually, much of 
the strategy in The Untouchables is 
knowing when to switch heroes. 

The game's shooting-gallery 
sequences are entertaining and 


smoothly animated. But other stages 
are less expertly executed. In the 
warehouse in stage 2, for example, 
Ness chases Capone's accountants, 
who are protected by professional 


hitmen. When you climb up the 
crates to the second floor, the graph¬ 
ics collapse for a split second — just 
long enough for you to lose track of 
where you are on-screen. This is not 




After destroying the bottles, you can shoot this thug on top 
of the green truck to uncover a first-aid kit, which can fully 
restore a character's energy. 


The Chicago alleyways in stage 4 provide a difficult test for 
your aim and strategic use of the characters. The difficulty 
increases as you approach a surprise in level 8. 
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You have only one gangster to gun 
down in level 8, but he's tough. 
Unless you're a crack shot, you 
need a lot of bonus time to stretch 
the time limit. Gauge the accuracy 
of your shots by the thug's damage 
meter in the upper right. 


To accumulate bonus time in this 
stage, it's necessary to finish each 
previous stage with time left on 
the clock. When you reach the 
last stage, every second of that 
bonus time counts. 



only confusing, but it can also prove 
deadly. When the graphics snap 
back, you might be staring down a 
hitman's gun barrel. And when 
you're chasing one of America's 


most wanted, you can't afford sur¬ 
prises. 

The Untouchables doesn't set any 
new standards for shoot-em-ups, but 
it does what arcade games should do 


— entertain. If you're a fan of the 
movie and want more action than 
strategy in your NES games, then 
you'll enjoy giving Capone a 
for his money. 


As the baby carriage starts its bumpy ride, stay in front of If you allow the carriage to ram into anything, the baby 

it and blast a path through the goons. The simplest route in loses all its energy — and you're responsible for its death, 

stage 5 starts on the left side of the rail nearest you. 
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Congratulations! You're the hero 
of the day. Of course, tomorrow 
is another day. 



Getting down the mammoth stair¬ 
case in the middle of the train station 
in one piece can be tricky. Stay in 
front of the carriage and keep 
shooting. 


There is a lot of territory to cover on the bridge in 
stage 3 — and you don't have much time. You can 
move more quickly if you don't shoot until you 
see a bottle. If you try to move and fire at the same 
time, you lose speed and waste valuable seconds. 


Ocean 

1855 O’Toole Avenue; Suite 
D-102; San Jose, CA 95131 



Stage 6 is a one-shot deal. George Stone is the best marks¬ 
man in the group, and only he can shoot the hat off the 
gangster and free this hostage. 



Though you can finally haul Capone into court, Frank Nitty 
is still at large. But when you hear footsteps on the roof, you 
know where this last hood waits for a showdown. 
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Conan 





Use your sword to cut down 
this skeleton and release the 
trident-carrying demon. Then 
kill the demon with your fire¬ 
balls. 


Cimmeria sits before 
the fire, listening to Nemonios, a sor¬ 
cerer whose diminished sight did not 
diminish his power. Conan listens 
again to the Legend of the Four Urns. 
Eons ago, these burial urns of the first 
four kings of Aquilonia disappeared. 
The man who returns them to the 
Crypt of Cahalla will become the new 
king of Aquilonia. Conan knows this 
is his destiny. 

Your destiny, however, probably 
won't include playing this mediocre 
game. Don't expect an action-packed 
Conan like you got in the Arnold 
Schwarzenegger movies. Conan is low 


Jeff Lundrigan 




You use the demon's trident to kill the lion at the end of stage 1. That 
weapon is your only chance to get by him—he's invulnerable to fire 
and steel. 


on action and high on puzzles. There's 
a special item on nearly every level 
that you must have to defeat that level's 
boss. Your biggest task isn't fighting 
foes — it's finding the items. If you 
read the Legend of the Four Urns in 
the instruction manual, you get a pretty 
good idea of what the special objects 
are for the different levels. 

Most non-boss enemies won't 
present a problem. They can't inflict 
much damage, and even if you run 
low on life points, there's plenty of 
extra energy to be found by kicking 
the small flying demons. However, 
make sure you watch out for those 
demons when you're jumping from 



The nymph isn't indestructible, 
but she's very hard to kill. 
However, if you kneel before 
her to show your respect, she 
lets you by scot-free. 
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The shield is trapped inside this statue. Use your sword to hit the 
statue just under its front foot, and it eventually crumbles. 


platform to platform. If they hit you, 
you're knocked into the lava or bot¬ 
tomless pit below. Try to jump during 
that brief time after one flying enemy 
is killed or disappears and before the 
next one shows up. You won't make 
quick progress with this method, but 
at least you'll arrive alive. 

Be prepared to juggle the controls 
before you get used to them. Pressing 
Down on the directional pad on your 
controller doesn't mean "duck"; it 
means "jump in the direction you're 
facing." To duck, you must hold the A 
button while you press Down. It will 
take some practice to get used to — 
unless you want to keep leaping over 
items you meant to pick up. 


When you combine these weird 
control maneuvers with the lack of 
passwords or continues — not to 
mention the occasional headlong dives 
into lava — you get a pointlessly dif¬ 
ficult game. And Conan s graphics 
don't make up for it, either. In fact, 
they add to the problem: Most of the 
characters are small and badly ani¬ 
mated, so sometimes it's tough to tell 
what's happening. Despite a few nicely 
done backgrounds, Conan looks like a 
first-generation NES game. The game's 
action-puzzle structure is interesting 
— it's just not very playable. 

GP 



Hold your shield up by press¬ 
ing the A button, and you've 
blocked the Medusa's deadly 
eye-beams. But watch out for 
the flying demons that want to 
knock you into the pit below. 




Mindscape 

(a division of The 
Software Toolworks) 

60 Leveroni Court; Novato, CA 
94949 


The three-headed dragon is a 
fierce opponent. There's no 
special secret to defeating him 
— just hit his heads until he 
dies. If you strike a head with 
the trident you found in stage 
1, the noggin is destroyed with 
a single blow. 
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If you make it through the exit 
door of a cavern within the time 
limit, you enter a bonus room. 
You earn an extra life if you 
collect eight treasure cups be¬ 
fore time runs out. But don't 
get trapped by falling boulders! 


igger T. Rock is stuck be¬ 
tween a rock and a hard place. For 
years the brave little miner has 
dreamed of discovering a city buried 
deep beneath Earth's surface, filled 
with lost treasures. Now he's finally 
uncovered a sign pointing to a lost 
city. It looks as if his dream will come 
true. But without your help. Digger T. 
won't be able to move enough dirt to 
reveal the lost city. 

You'll leave no stone unturned as 
you tunnel through eight mysterious 
caverns in Digger T. Rock: The Legend of 


Digger T. Rock: 


Lisa M. Bouchey 



Pushing down the secret pillar opens the exit door for 60 seconds. 
Don't waste time — when you complete a cavern, you earn points 
for every second left on the clock. 


the Lost City. Packed into each cavern 
are perils and prizes — as well as a 
passage to the next cave, and a hidden 
pillar that opens the exit. 

In each of the caverns, you must 
locate and activate that secret pillar. 
Once you've pushed the pillar, the 
exit door opens and you have 60 sec¬ 
onds to leave the cave. If you run out 
of time, you must make your way 
back to the pillar, push it down again, 
and try another dash to the exit. 

As you burrow into the dirt, keep 
an eye out for enemies and emergency 
supplies. Your shovel makes a handy 
weapon for dinosaurs, ghosts, and 
cranky cavemen who stray too close. 
Or you can collect a few rocks to throw 
at enemies from a safe distance. Dig 



Most caverns hide secret pas¬ 
sages that can transport you 
from one part of the cave to 
another. Each time you use a 
secret passage, you score extra 
points. 
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The Legend of the Lost City 

_ ____ 





You can use only one jewel at a 
time in a trading station, but 
you're free to leave and reenter 
the store to keep trading as long 
as your supply of gems holds 
out. 


into the walls of rock above you to 
uncover rocks suitable for missiles. 

Your backpack holds only a mea¬ 
ger supply of rope ladders, dynamite. 


and jewels, so search the caverns to 
pick up extras. You need the rope 
ladders to make climbing from drop¬ 
off points a little safer, and you must 
blast some enemies and obstacles off¬ 
screen with dynamite. 

The jewels are your bartering tool. 
Some caverns contain towns and 
trading stations where you can trade 
jewels for extra supplies. Enter these 
towns by scaling the walls and 
climbing through open windows. 
There's a good rate of exchange — one 
jewel buys eight rope ladders, eight 
sticks of dynamite, or 26 rocks in the 
trading stations. 

You can't buy power-up mush¬ 
rooms, but you can unearth them as 
you dig for rocks. When a mushroom 
falls at your feet, kick it to release its 
power, then chase it and grab it. Dig¬ 
ger T. turns pink, flexes his muscles, 
and becomes invincible for a few sec¬ 



Learn the layout of each cavern so you know where you can jump 
safely and where you need ladders. Sometimes you don't need a 
ladder to get down, but you might need one to climb up. 


When you're using dynamite, 
kick it away or move a safe 
distance from it before it blows 
up. Get caught in an explosion 
and you lose your life energy 
— and a life. 


onds when the mushroom does its 
stuff. Use this advantage to kick col¬ 
umns, boulders, and enemies out of 
your way. If you make it safely through 
the door of the deepest cavern. Digger 
T. will see a dream come true. 

Colorful characters and a lack of 
violence make Digger T. Rock a good 
game for younger players, but com¬ 
plicated mazes and tricky game play 
take some practice to master. Don't be 
surprised if you get frustrated the first 
few times you take shovel in hand. 
Dig deeper — Digger T. is worth the 
effort. 


Milton Bradley 

443 Shaker Road; East 
Longmeadow, MA 04028 






































people are fa¬ 
miliar with the popular TV game show 
for kids called "Fun Ffouse." The pro¬ 
gram mixes quizzes with bizarre relay 
races and offers an action-packed 
scavenger hunt through an obstacle- 
ridden fun house. Now, Hi Tech Ex¬ 
pressions has released a Nintendo 




The red blobs move faster than the 
blue ones, but if you hit either blob, 
you bounce back across the screen 
and lose some progress. 


game with the same name. But the 
NES game isn't like the television pro¬ 
gram at all. 

In the TV show, you're likely to 
get wet from water slides, messy from 
whipped-cream bombs, yellow from 
streams of mustard, and dizzy from 
trips through revolving tunnels. You 
don't get messy in the Fun House 
videogame — you just get bored. 


Fun House 



Leslie Mizell 


Although the regular targets can be hit haphazardly, the numbered 
targets must be hit in order. 



You enter this Fun House solo (the 
game show features two teams of two). 
Grab your rollerblades and push off 
into the first of 72 rooms. The object? 
To throw tomatoes at a series of tar¬ 
gets in each room. The gimmick? The 
floors of each room are slippery, mak- 
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Any resemblance to J.D. Roth 
must be a coincidence—this game 
bears little similarity to the TV 
game show of the same name. 


ing it tough to control your skater. 
And each room must be finished 
within a time limit, or else you lose 
one of your three chances to complete 
the game. There are no passwords. 

There are two types of targets in 
the game. Some rooms have normal, 
round targets. Other rooms have 
numbered targets, which must be hit 
in order before you can advance. 
Luckily, you have an unlimited sup¬ 
ply of tomatoes. 

As you're skating through the 
large rooms, watch for power objects. 
Starbursts give you bonus points, and 
"glob clocks" add 8 or 15 extra seconds 
to your time limit. You can grab 
sneakers for a speed burst, or collect 
coins to earn extra lives. But the most 
important objects are the warp cubes. 
These cubes might be hidden, so lob a 
few extra tomatoes if you have the 
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Here's the only fun house you'll see. After you finish a level of rooms, 
you're automatically moved through the house. 



Find a warp cube — which may be 
hidden — and you zip to another 
room. 


time. You'll be glad you did if you find 
a cube and can skip ahead to a higher 
level. 

Naturally, your progress through 
the 72 rooms won't be easy. In addi¬ 
tion to the slippery, tricky floor, there 
are several obstacles you'll encounter. 


You bounce off the blobs and must 
regain lost ground. Boingers make you 
spin out of control, although you can 
destroy them by hitting them with 
five tomato missiles. Banana launch¬ 
ers that shoot banana chips, and spray 
guns that shoot red balls, push you 
back and steal seconds from your time 
limit. 

Why didn't the game designers 
follow the TV show when they we^e 
working on Fun House ? After all, imi¬ 
tation is the sincerest form of flattery, 
and "Fun House" is an enjoyable, fast- 
paced show — a lot more suited to 
videogames than some of the other Hi 
Tech conversions. The rollergame ac¬ 
tion in this title certainly isn't the best 
arcade play we've seen, but it could 



That 30-second time limit isn't long 
when you must find and turn nine 
targets in order. 


probably support its own game and 
leave the mix of questions, relay races, 
and obstacle courses for a true Fun 
House videogame. 

While Hi Tech has retained the 
name of the lively TV show, the for¬ 
mat of this generally repetitive NES 
game isn’t really like the television 
program. We can’t really recommend 
this game and do believe that true 
fans should be warned not to expect 
the fast-paced action of TV’s ”Fun 
House.” 


Hi Tech Expressions 

584 Broadway; New York, NY 
10012 
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Laser Invasion 



1 


— 


he sheik had it all — incredible 
wealth, plentiful oil resources, and 
complete control of his country. But 
apparently that wasn't enough. Now 
he has his eye set on total global domi¬ 
nation. Because he possesses the 
Technoscorch missile, which has a 
range greater than the Earth's cir¬ 
cumference, no nation is safe from the 
sheik's murderous intentions. 

Laser Invasion gives you the task of 
stopping the sheik before he strikes. 
Your first step is to fly to one of his 
command outposts to rescue Spider, 
an operative who has information 



You can select the types of 
missiles and optional systems 
your Helijet carries. Chaff is one 
of the best special devices — it 
prevents enemy missiles from 
homing in on your chopper. 

SRlllf 1 111 m i 


Stephen Poole 



Sheik Toxic Moron's Mega Marauder is a huge ’copter, but it's not 
difficult to bring down. Activate your chaff, then concentrate your 
firepower on the Marauder's weapons systems. 


that's crucial to the success of your 
mission. 

You're flying and fighting in the 
Laser Invasion Helijet, a highly ad¬ 
vanced helicopter equipped with 
various bombs and gadgets. The 
'copter can be flown with either a con¬ 
trol pad or a joystick, both of which 
can be used to fire your cannon and 
missiles and activate the craft's special 
devices. 

But there's another method to 
unleash your ship's firepower — 
Konami's Laserscope Optical Com¬ 
mand Headset. The Laserscope, which 
looks like a heavy version of a tele¬ 
phone operator's headset, lets you aim 
and fire your missiles just by turning 
your head and speaking into a micro¬ 
phone. 



limm 


This tank, called the Great 
Pyramids of Firepower, is the 
boss of the second stage. The 
same strategy that worked on 
the Mega Marauder should 
work here—if you're equipped 
with at least medium-strength 
missiles. 
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The Cloud of Doom aerial mines are some of the most difficult 
obstacles in the game. 


One of the basic tactics in combat 
is to avoid enemy fire, and the 
Laserscope gives you a big advantage 
in that respect. If you're using a joy¬ 
stick or control pad, for example, you 
must point your 'copter directly at the 
enemy to target them — which means 
their guns are aimed right at you. With 
the Laserscope, the cross hairs are 
displayed on a clear eyepiece in front 
of your face, so you can target an 
enemy by moving your head (instead 
of your chopper) until the cross hairs 
are on the target. 

You run into assorted jets, heli¬ 
copters, and aerial mines on your way 
to rescue Spider. You can outfit your 
Helijet with one of three kinds of 
missiles — but the greater the explo¬ 
sive power of a missile, the fewer you 
can carry. Most enemy aircraft can be 
taken out by just one of the weakest 
missiles, but destroying stage bosses 


requires multiple hits from your can¬ 
non and your missiles. 

After you locate the base where 
Spider is held captive, you must leave 
your helicopter and fight your way to 
the compound on foot. The ground 
combat segments resemble an earlier 
NES game. Operation Wolf, with en¬ 
emies both on the ground and para¬ 
chuting from above. The Laserscope 
works fine here, but the Zapper light 
gun works just as well — and it feels 
more natural. 

The compound is actually a maze 
filled with enemy soldiers and dan¬ 
gerous rooms. A time bomb is acti¬ 
vated when you locate Spider, giving 
you precious little time to find your 
way back to your chopper. If you suc¬ 
ceed, you're given more assignments, 
with the ultimate goal of destroying 
the Technoscorch. If you fail, it's back 
to the drawing board to start this 



Some compounds contain 
equipment that's vital to the 
completion of your mission. 


mission (or another) at the beginning. 

Laser Invasion has a great deal of 
variety for a shoot-em-up, thanks to 
the different segments in each mis¬ 
sion. On the other hand, there's not 
much depth to each segment. Once 
you get a taste of ground fighting, for 
example, you have a good idea of 
what ground combat looks like 
throughout the rest of the game. The 
later missions require you to fly 
through uncharted territory to reach 
the bosses, but you'll cover a lot of 
familiar ground beforehand. 

Laser Invasion was designed for the 
Laserscope, and the headset is a big 
help in some parts of the game. But 
don't feel as though you need a Laser- 
scope to enjoy Laser Invasion. It's a 
solid, fast-paced game — with or 
without the Laserscope. 


Konami 

900 Deerfield Parkway; Buffalo 
Grove, IL 60089-4510 
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North and South 



manual when it says, "Every effort 
has been made to simulate the strate¬ 
gic circumstances actually faced by 
the Union and the Confederacy." North 
and South is a pleasant enough game, 
but if you're a history buff, don't expect 
a realistic simulation. 

Indeed, North and South manages 
to reduce the entire U.S. Civil War to a 
Warner Brothers cartoon. You keep 
expecting to see Yosemite Sam, 
dressed in a Confederate colonel's 
uniform, brandishing a sword and 
shouting: "Chaaarge the varmints!" 

But never mind. If you can accept 



The opening screen gives you 
several options, including dif¬ 
ficulty levels, random Indian 
raids, and storms that hamper 
troop movement. 


William R. Trotter 



The object of the game is to occupy or conquer enemy territory, 
symbolized by a fort-taking sequence that might be called "capture * 
the flag." 



Although the battles are clev¬ 
erly designed, they move much 
too quickly for you truly to 
enjoy them. 


this odd, ditzy game for what it is, and 
not bother about what it isn't, you may 
find it very entertaining. Certainly, 
there's not another "war game" like it 
on the market. 

Most of the action takes place on a 
colorful map of the Eastern United 
States that dates from around 1860 to 
1864. Using cartoon-army icons, you 
shift forces from one state or territory 
into another, trying to isolate, occupy, 
or conquer enemy real estate. If two 
opposing armies meet in the same 
state, battle takes place. 

Although the terrain varies little 
from battle to battle, these skirmishes 
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A safe full of money bags 
translates into a fresh army. If 
the South keeps its supply route 
to Europe open and its railroads 
running, the Confederacy can 

easily win the war. 

■ 



are lively affairs. Using a "ranging 
bar" that appears at the bottom of the 
screen, you can shell the enemy with 
your cannon (and see a neat crater 
appear when the shell goes off); or 
you can maneuver infantry and cav¬ 
alry units for attack and defense. 

Some tactical skill is called for in 
these scenes, but the default speed of 
the battles is much too fast to enable 
you to enjoy them to the fullest extent. 
You almost never have time to get off 
more than two or three cannon shots 
before the animated enemy troops are 
in your face. The result is an uncom¬ 
fortable mixture of arcade action and 
non-arcade subject matter that is both 
fun and frustrating. 

When you try to capture an enemy 
fort or train, prepare for pure arcade 
action. You must guide your animated 
soldier across a long scrolling se¬ 


quence, battling the enemy with fists 
and knives. There are a lot of these 
sequences, and they're all virtually 
identical. Once you've mastered the 
basic moves, they become quite te¬ 
dious. 

There's a railroad running around 
both sides' territory, and whenever a 
train goes between two cities, it drops 
off a safe full of money bags that you 
can exchange for new armies. As long 
as the Confederate side controls their 
part of the railroad, it's perfectly pos¬ 
sible for the South to win the war—so 
you must decide if you want to change 
history and portray the South, or give 
the Confederacy a thrashing and be 
the Union army. 

There are also some random 
events (if you choose that option) that 
add an element of chance to the games: 
storms, Indian raids, and — rather 
curiously — Mexican terrorists, who 
pop up from time to time to lob bombs 
at whomever is occupying Texas. 



The cartoony graphics are cute, 
and this NES version actually plays 
much better than the original com¬ 
puter game. While nothing about this 
goofy game makes a whole lot of sense. 
North and South is easy to learn and 
fun to play. Even experienced war 
gamers might enjoy a few games, but 
they'll have to loosen up and forget 
their history books first. 



When you storm an enemy fort, 
the action becomes pure arcade 
— and utterly predictable after 
the first two or three times. 


Kemco-Seika 

20,000 Mariner Avenue; Suite 
100; Torrence, CA 90503 

































































Closing off the section gives you almost enough captured 
memory to move on to the next memory address. Succeed¬ 
ing levels require you to claim more memory. 


The conservative approach involves stacking a number of 
smaller boxes, avoiding any long stretches of open space 
where the QIX virus might nab you. 


From this screen, the advan¬ 
tages of the slower speed are 
obvious. Scores are doubled — 
but so are the chances of being 
zapped. 


Gary Meredith 


omputer viruses are no fun 
— at least, not until now. QIX isn't one 
of those time-consuming, information- 
destroying nuisances. The only dam¬ 
age this virus can do is to your ego. 

Almost identical to the popular 
arcade, computer, and Game Boy 
versions, QIX is an exciting test of 
nerves and skill. No sooner do you 
pop the cartridge into your NES than 
your system is invaded by the QIX 
virus — as well as the SPARX and 
SPRITZ viruses that are QIX by¬ 
products. It's up to you to "immunize" 
your system by claiming chunks of 
memory from attack. 
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Once you're accustomed to the movements of the viruses, try to 
capture more memory than required. Each extra percentage point 
earns a 1,000-point bonus. 


Use your STIX marker to block off 
chunks of the screen ("memory") un¬ 
til you've saved enough of each level 
to thwart further infection by the QIX 
virus. The first level requires you to 
save at least 65 percent of the memory 
(any percentage points beyond that 
threshold earn 1,000 bonus points), 
with each progressive level requiring 
a higher percentage of memory to be 
claimed. 

Once you get past the first few 
screens, things get a lot tougher. More 
QIX viruses appear, and the SPARX 
and SPRITZ bugs multiply as well. 
These lesser viruses are no less deadly 
— and in some ways can be more 
dangerous. You often find yourself 
concentrating on the QIX viruses, 
while the subsidiary viruses are 
sneaking around, waiting to zap you 


With a little planning and pa¬ 
tience, you should be able to 
split two QIX viruses, resulting 
in even more bonus points. 


when you least expect it. A new SPARX 
or SPRITZ is produced by each QIX 
every time the timer runs down, so 
you should always try to finish a screen 
as quickly as possible. 

Of course, there's a downside to 
finishing quickly. You control the 
speed of the marker at the end of the 
STIX by pressing either the A button 
(fast) or B button (slow) on your con¬ 
troller. You finish quicker if you use 
the fast mode, but you earn more 
points with the slow mode. Ideally, 
you should use the slow mode most of 
the time and hold the fast mode in 
reserve in case you need a quick burst 
of acceleration. 

QIX is definitely a game that re¬ 
wards not only hand-eye coordination, 
but also the ability to juggle simulta¬ 
neous actions. So if you've long since 


The disadvantage of playing at 
slow speed is that you give the 
QIX virus extra time to produce 
SPRITZ and SPARX offshoots. 


mastered the skill of patting your head 
while rubbing your stomach, you 
might want to give virus-bashing a try 
and play QIX. 


Taito 

390 Holbrook Drive; Wheeling, 
1L 60090 
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Super Cars 




V.^ omewhere out there lurk 

secret hotshots who long to get behind 
the wheel of a powerful car and zoom 
around the track at high speeds. But 
few of us can attract rich sponsors or 
truly wish to risk life and limb in a car 
traveling over 200 mph. A driving 
simulator such as Electro Brain's Su¬ 
per Cars is a safe substitute. Here, you 
can strap yourself into a high-perfor¬ 
mance car and race off into your 
imagination. 

In Super Cars , an overhead view 
follows you into your first season in 
the fast lane. But before you start 
marking laps on one of the nine tracks, 
visit the garage and invest in items 



You launch your racing career 
here. When you're not entering 
races, you should visit the car 
dealership and the garage. 


Richard Lashley 



Prices at the car lot aren't negotiable in Super Cars. You either have 
the money to buy a faster car, or you don't. 


such as turbo chargers, super brakes 
—even missiles, for those particularly 
persistent competitors. 

Once your car is customized, se¬ 
lect a track. The same scenery zips by 
no matter what track you choose, but 
the obstacles and configurations of 
the tracks differ greatly. Track 1, for 
example, is a breeze, with easy curves 
and no obstacles. But as you skip to 
the advanced tracks, you'll face a few 
surprises — oil slicks, ice patches, and 
complex twists are common. 

Since only the top three drivers 
win money, just crossing the finish 
line isn't enough. Your car takes a 
beating in every race, and a lot of cash 
is required to maintain your racer. If 
you can't afford regular visits to the 
garage, your car might explode dur¬ 
ing a race. 

It's also a good idea to have power 
steering installed when you can af- 



There are many twists and turns 
ahead of you in this game. When 
you (the blue car in the middle) 
approach a curve, take the inside 
track and block any cars trying 
to pass you. 

ford it. Since the directional pad of 
your controller serves as a somewhat 
awkward steering wheel, power 
steering really helps you to hold any 
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The gauges at the bottom of the 
screen indicate the punishment 
your car takes in a crash like 
this. To keep your car running 
smoothly, pay attention to the 
car's gas, body, tires, and engine. 
Be aware of your car's weak 
spots — and drive accordingly. 



After the race, check the results 
to see how you fared. 



If you cross the finish line as one of the top three drivers, you receive 
enough prize money to visit the garage and fix any damage to your 
car. You might also have enough spare cash to purchase some 
helpful options. 


tight corners. The challenging combi¬ 
nation of touchy steering and twisting 
tracks can make snap decisions life- 
threatening. But power steering (and 
practice) adds a few vital seconds to 
your planning. 

However, there's no easy cure for 
the frustration you'll face when pass¬ 
ing other cars. While swerving around 
a competitor, your car overreacts to 
the slightest touch on the directional 
pad. When this happens, you might 
slam into a wall and lose precious 
seconds catching up with the pack. 
Only the best drivers survive on all 
nine tracks — but those racers can 
start the next season with an even 
more powerful car. 

Super Cars wouldn't win a trophy 


if it were placed in competition with 
other NES racing games, but it 
wouldn't finish at the back of the pack, 
either. Although it includes some fea¬ 
tures of driving simulations — cus¬ 
tomizing your car, for one—elements 
such as being able to blast the com¬ 
petition with missiles remove it from 
the field of true simulations. Unless 
you're an avid racing fan, you'd better 
kick the tires on this game before you 
drive it home. 


Electro Brain 

573 East 300 South; Salt 
Lake City, UT 84102 
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Thunder and Lightning 



L2 


f all the classics from the 
early days of home videogames, none 
was simpler or more addictive than 
Breakout, in which the player moved a 
paddle, smacked a ball, and tried to 
batter down walls of little colored 
blocks. The same ball-and-paddle idea 
was revived a few years ago in Taito's 
Arkanoid games. Now it appears yet 
again in Romstar's terrific Thunder and 
Lightning. 

The star of this arcade game is 
rotund Mr. Chin, also the hero in Mr. 
Chins Gourmet Paradise for Game Boy. 
Mr. Chin's never-ending quest for tasty 
delicacies has gotten him into trouble 
again in this new adventure. This time. 



The little red submarine carries 
the power-up icon. In this case, 
Mr. Chin's paddle has become 
extra long. 


William R. Trotter 



Sea anemones live on some of the walls. If they suck in one ball, they 
spit out two balls that are much smaller and harder to hit. 


he's disturbed the Thunder warrior, 
who has imprisoned him behind the 
30 Walls of Regret. Mr. Chin's only 
way out is to batter down all 30 walls 
in succession, armed with nothing but 
a stick and a ball. 
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Try to avoid the octopus on 
level 2. If it lands on Mr. Chin's 
stick, it slows his movements. 


What makes this game different 
from other Breakout -type games is the 
variety and novelty of its bonus fea¬ 
tures. Every few seconds, a power-up 
icon drifts across the screen, and if Mr. 
Chin hits it with his ball, he gains new 
powers: a longer stick, a slower rate of 
travel for the ball, multiple balls, a 
baseball glove to catch falling balls, 
extra-big balls that are easy to swat, 
and so on. 

The most valuable power-ups are 
the three- and six-ball arrows. If you 
hit them, your original ball divides 
into either three or six balls, and as 
long as you manage to keep just one 
ball from falling out of play, all the 
others stay on the screen as well, 
bouncing wildly from side to side and 
tearing up the walls with great effect. 

To make matters even more inter¬ 
esting, the arrangements of blocks 
within the various Walls of Regret are 
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often decorated with strange creatures 
which also affect play. There are sea 
anemones which suck up one ball and 
spit out two smaller balls, and an oc¬ 
topus which attaches itself to Mr. 
Chin's stick and weighs it down. 

If you enjoy this kind of fast-paced 
puzzle game, you'll find Thunder and 
Lightning a joy to play. It's lively and 
colorful, and something new and 
strange is always happening on¬ 
screen. Our only quibble is that you 
can't really aim shots. You can't get 
the degree of precision you could in 
Arkanoid, which often makes clearing 
some screens a matter of luck rather 
than skill. 



Some of the walls are arranged in odd and challenging patterns, but 
the principle of clearing them always remains the same. 
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In some levels, turtles walk over the Walls of Regret and turn 
themselves into big green blocks, forcing you to shoot faster. 



If you hit this bird, it flies out 
of control, smashing any part 
of the wall that's in its way as 
it tries to fly off-screen. 


Romstar 

22857 Lock Ness Avenue; 
Torrence, CA 90501 
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ow can you kill some¬ 
thing that's already dead? That's the 
riddle you must solve in Meldac's 
Zombie Nation . Here's a hint: Use your 
head — or better yet, use the holo¬ 
graphic head of Namakubi, leader of 
Japan's legendary samurai. After all, 
it's his head that spews bullets and 
smart bombs, both of which you're 
going to need to kill those zombies ... 
again. 

The premise of Zombie Nation is 
predictably wacky. What was thought 
to be an ordinary meteorite crash- 
landed in the Nevada desert. But that 
astro-garbage turned out to be Dare 
Seed, an alien bent on transforming 
ordinary citizens into zombie slaves. 
And, as if New York City didn't have 
enough problems. Dare Seed has de¬ 
cided to rot the Big Apple first. 

But wait, that's not the wacky part. 
There's more. 

You're the pilot hero of the game. 
But just take a guess at what vehicle 
you get to fly. A time-traveling 
spaceship? A vintage World War I 
warplane? How about a helicopter 
gunship? Sorry — you're navigating 
the bust of Namakubi, instead. That's 
right, a head. 

Translated from Japanese, 
"Namakubi" literally means "raw 
head." We're not sure why Namakubi 


If you rescue 15 hostages, you've earned a smart bomb that can 
destroy all of the enemy characters on-screen. 


Remember, 
continues 
stages — 
them 


is raw, but one thing is clear. Unless 
you can outmaneuver your attackers, 
your head and your goose are cooked. 

In addition to New York City, 
three general locales across the United 
States serve as settings for the action. 


Brian Carroll 


Look out for devastating obstacles 
such as this laser beam. One hit 
drains your life supply by more 
than ten percent. 


Each of these disparate areas consists 
of either one or two rounds. Although 
it's up to you to decide the order of 
stages, we recommend beginning in 
New York. The city is markedly easier 
to navigate than the others. 
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Dare Seed has even empowered the Statue of Liberty to do his evil 
deeds. Fire directly into her face, while avoiding getting torched. 



Be careful when traveling through 
water. The current pulls you to¬ 
ward the bottom of the screen. 


Besides choosing your stage se¬ 
quence and remembering the best 
possible routes for Namakubi's nog¬ 
gin to travel, you won't need your 
own noodle very much. You certainly 
on't use it as often as your trigger 
mger. This game is a hypersonic. 


scrolling shootout. To keep up, re¬ 
member these two things: Shoot ev¬ 
erything in sight, and avoid being shot 
by everything in sight. 

You'll help your mission if you 
rescue any hostages that appear on¬ 
screen. If you free five captives, you 
double your firepower. If you rescue 
ten, your strength is tripled. 

You're given five continue options 
before you must start over from scratch 
— and you'll need every one. Each 
stage has several unique threats that 
easily wipe out your weaponry. For 
example, the laser beams in New York 
deplete one-eighth of your life supply 
every time they strike you. Use the 
continues to scout these primary 
threats so you can make a cleaner run 
the next time through. 

Zombie Nation is a mixed bag. Al¬ 
though some gamers will appreciate 
the unique concept—which is backed 
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Although you can complete the 
game in any order you wish, 
you might want to get your 
feet wet in New York first. Each 
of the four stages has either 
one or two sub-levels. 

up with fairly solid game play — oth¬ 
ers will be disappointed with its lack 
of variety and challenge. And the 
graphics, while adequate, are less than 
dazzling. Use your head and think 
twice before buying this one. 

GP 


Meldac 

1801 Century ParkEast; 
Suite 2210; Los Angeles, CA 
90067 
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Konami Announces New Titles 


newest titles from Konami /Ultra include computer 
conversions, sequels, and TV translations. 

Carmen Sandiego, a famous female thief, has been 
pursued on computers in schools and at home for years. But 
she's just made her first leap to videogames. 

In Where in Time Is Carmen Sandiego?, players search for 
Carmen and her fellow crooks by traveling through 1,500 
years of history. Historic objects in 48 locations have been 
swiped, and you must follow clues and chase the thieves in 
your time machine. The package, which will include a 
desktop encyclopedia, is scheduled for release this October. 

Computer fans have long followed the adventures of 
King Graham and his family in the King's Quest series of 
games. The most recent game. King's Quest V , is the first to 
be translated to NES. In this non-linear game, you, as King 
Graham, must search a distant kingdom to find the wizard 
who has spirited away your castle — with your family still 
inside. A save feature and password option will help play¬ 
ers with this large adventure, which should hit store shelves 
in January 1992. 

Contra fans can expect a different type of game from 
Contra Force. In this action game, you can choose to play as 
one of four characters of the force, and each fighter has 
unique weapons. Once your character is chosen, prepare to 
battle through five stages as you attempt to destroy a 
terrorist organization and to save the leader of the CIA. 
Contra Force is scheduled for release in December. 

One of the most anxiously awaited games of the year 
should arrive by Christmas. In Teenage Mutant Ninja Turtles 
III, the turtles must interrupt their jet surfboard vacation in 
Florida to head for Manhattan when April is kidnapped. 
Their return to New York is marked by sewer explorations 
and spaceship encounters. 



Where in Time Is Carmen Sandiego? 

Speaking of spaceships, you can explore strange new 
worlds and seek out new life and new civilizations aboard 
the USS Enterprise in Star Trek. Scheduled to coincide with 
the 25th anniversary of the original "Star Trek" TV series, 
this game will be released in November. 

In this galactic adventure, a warp experiment goes 
horribly wrong, and the Enterprise is thrown into deep, 
uncharted space. As Captain Kirk, you must search different 
planets for the dilithium crystals that will enable the En¬ 
terprise to return to Federation space. 

On a lighter note, those animated characters from TV's 
top syndicated cartoon are the stars of Tiny Toon Adventures. 
Konami compares this game, scheduled for December re¬ 
lease, to a Mario adventure. When Babs is kidnapped by 
Montana Max, it's up to Buster to rescue her. Luckily, he can 
ask Plucky, Dizzy Devil, or Furrball to help him in his six- 
level quest. 














































Master Higgins 
Jumps 

to Game Boy 


aster Higgins is up to his 
usual escapades in Hudson Soft's new 
Game Boy title, Hudson's Adventure 
Island. As in the NES games, Higgins 
is trying to rescue Princess Leilani from 
her monstrous kidnappers. As he 
roams the island, he finds weapons, 
special items, and helpful creatures 
by breaking eggs open. Fruit, veg¬ 
etables, and milk restore Higgins's 
energy, but stay away from eggplant 
— he hates it. 

On Adventure Island, Higgins 
must avoid many dangerous enemies, 
including snails, snakes, frogs, fish, 
bats, and pigs. But he's not without 
weapons—using his trusty stone axe, 
he can put enemies out of commission 
with a quick bonk on the head. 


Slimy Superheroes 


D, 


ynatron City is not a place 
you'd like to visit — and you certainly 
wouldn't want to live there. 

The site of Earth's first atomic- 
powered sewage treatment plant, Dy- 
natron City has had a strange effect on 
the people who live nearby. They've 
turned into mutants! Luckily, they're 
good-hearted mutants and become a 
team of superheroes. 

In Defenders ofDynatron City , you 
must help the gang—Jet Headstrong, 
Toolbox, Buzz-saw Girl, and the rest 
— defeat Dr. Mayhem and his radio¬ 
active henchmen. 

Defenders ofDynatron City follows 
Star Wars as the second collaboration 
between Lucasfilm and JVC. 


Protect innocent citizens amid toxic 
waste in Defenders ofDynatron City. 




Get Ready To 
Look And Play 
A Winner! 

*Under 12, please have parent or guardian 
sign this coupon. 


Player’s T-shirt $7.50 ea 
medium □ large 
Official Game Player’s Cap 


Check enclosed DVisa MC DAmex 

Card #_Exp. Date, 

Name _ 


Address 
City, 


Signature, 


$7.50 ea. 

Subtotal 

Shipping 

Total 


+ $2.50 


: __ 


































A 


PC Translations from Arcadia 



^rcadia has translated two 
computer games for the NES and 
Game Boy. In Overlord , a futuristic role- 
playing game, you're a mysterious 
traveller colonizing planets in a 
sparsely populated galaxy. As the 
galaxy's overlord, you train armies, 
raise money, build mining facilities, 
and grow and distribute food to your 
charges. 

Your happy corner of the universe 
is threatened when an evil being trains 
an army of sinister soldiers. You and 
your colonies are forced 
into an epic struggle 
which can result in only 
one winner — and one 
overlord. 

Prince of Persia , a 
puzzle-action game with 
remarkable animation, 
has been successfully 
converted for the Game 
Boy. 

When the Princess of 
Persia refuses the ad¬ 
vances of the Grand Vi- 
zier, # she's thrown in prison 
and given an ultimatum: 

Marry the Grand Vizier 
within the hour, or die. 


You're a young adventurer un¬ 
justly jailed by the Vizier's men. After 
escaping from your cell, you must 
scour the mazelike dungeon, facing 
puzzles, traps, unstable floors, and 
sword-wielding guards. You travel 
through 14 levels, each requiring 
climbing and jumping acrobatics. One 
false move, and you're a splotch on 
the dungeon floor. But if you're trium¬ 
phant, you may win the princess's 
heart. 



Choose a planet and begin your colonization in 
Arcadia's Overlord. 



True Flight 
Simulator? 
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Gain air superiority with F-15 Strike 
Eagle. 


licroProse, a leading devel¬ 
oper of computer entertainment soft¬ 
ware, is soaring into the Nintendo 
market with F-15 Strike Eagle , a trans¬ 
lation of a popular computer flight 
simulator. F-15 Strike Eagle lets you 
decide where to fly in your 3-D envi¬ 
ronment. You can explore in all di¬ 
rections and not have to rely on the 
game's scrolling. 

The flight characteristics of your 
jet promise enough power to perform 
loops and full rolls. You can fly either 
training flights or one of seven mis¬ 
sion sorties. Skillful flying is rewarded 
with a chestful of Air Force medals. 


Game Boy 
Productivity 
Update 


A 



s the Game Boy reaches 
more homes, designers scramble to 
develop new ways to use the portable 
machine. Soon, it won't be just for 
games anymore. 

GameTek's InfoGenius, the first 
complete informational system for 
Game Boy, has expanded its software 
line. GameTek's recent agreement with 
Microlytics means that the Info- 
Genius's encyclopedia pak will use 
Random House's Time Line. 

The Time Line is a 6,000-year 
chronology of Earth's history, ar¬ 
ranged by time periods and seven topic 
headings — principal events, the 
Americas, religion and philosophy, 
literature, art and architecture, music, 
and science and technology. 

The InfoGenius is slated to go on 
sale in September — just in time for 
school reports and term papers. 

Leeds Technology is also devel¬ 
oping productivity software for the 
Game Boy. Its Workboy software 
promises to turn the Game Boy into a 
business and travel companion by 
including an international clock, 
temperature converter, telephone 
auto-dialer, language translator, and 
appointment diary. The system also 
includes an optional keyboard for en¬ 
tering information. 
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Intrusive Flying 



p 

eter 


Fly Boy 


eter Pan, Tinkerbell, and the rest of the inhabitants of Never-Never Land 
won't ever grow up. Their days are spent in fun and games—until Captain Hook 
arrives on the island. Peter must rid the island of pirates and force Hook to walk 
his own gangplank. 

Peter must clear three pirate-filled levels in Fox's Peter Pan and the Pirates 
(based on the Fox networks cartoon) before his final showdown aboard Hook's 
ship. The Jolly Roger. Not 
only can Peter Pan fly in 
this THQ adventure, but 
he can also use swords, 
muskets, and cannons to 
rout the pesky swash¬ 
bucklers. Of course, the 
pirates can try to sap 
Peter's strength with 
traps and in hand-to- 
hand combat. But Peter 
can regain energy by 
capturing treasure chests, 
caches of food, and the 
flighty fairy Tinkerbell. 

Grab goodies and defeat enemies as you fly through 
Fox's Peter Pan and the Pirates. 


N o one but a nut actually wants 
to be in Vietnam during 1972. The 
Gulf of Tonkin is no vacation resort. 
But jet pilot Jake "Cool Hands" 
Cribbon is a nut. 

In Mindscape's Flight of the In¬ 
truder, you play Cribbon, piloting ei¬ 
ther an A-6 Intruder bomber or an F-4 
Phantom II fighter. You fly 12 mis¬ 
sions in this Vietnam War air-combat 
simulation, blasting away North Viet¬ 
namese pilots with heat-seeking mis¬ 
siles and machine guns, and evading 
them with skillful flying. 

The Heads-Up Display (HUD) 
and complex cockpit instrumentation 
feed you the information you need to 
make it back to your carrier alive. But 
you have time to enjoy the flight — 
especially with Flight of the Intruder's 
multiple-flight perspectives, selective 
mission flight paths, and carrier take¬ 
offs and landings. 


Wow!! 

Just 



per game!!! 


ON 





• Membership Required: 

Regular Membership.$10 per year 

Premium Membership .... $20 per year 

• We will exchange your game with the game 
you specify. 

• Discount program (some restrictions apply) 

Tel (703) 642-0813 

STARLAND Club 

Starland Club is not related to or endorsed by any of the 
manufacturers of the products mentioned in this ad. 


Join Today 

Just fill out coupon and mail in. You will 
receive a Membership Application and a 
complete listing of games. 

First 500 people of the month will receive 
a Surprise Gift when they join the club. 

Name _ 


Address 

City _ 

State_ 


Zip. 


Phone (_ 


Indicate systems you own 


Send to: 

□ Nintendo □ Genesis 


STARLAND CLUB 

□ Game Boy □ TurboGrafx 


4300 Evergreen Lane 
Suite 307 B 

□ Other 


Annandale, VA 22003 
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NINTENDO 


WE PAY 

V!i& 



GAMFS | 

We Buy | 

We Sell 1 

GAMES 1 We Buyl 

We Sell 1 

GAMES 1 We Buv ' 






rnyun 

A BOVS AND HIS BLOB 

6.00 

24.95 

CRYSTALIS 

20.00 

39.95 

NDIANA JONES LAST CRUSADE 

18.00 . 

39.95 

OPERATION WOLF 

4.00 

14.95 n 

STAR VOYAGER 

300 ^ 


ABADOX 

a.oo 

24.95 

CYBERNOID 

6.00 

18.95 

NFILTRATOR 

16.00 \ 

32.95 

OTHELLO 

6.00 

18.95 2 

STARSHIP HECTOR 

16 OO " 


ADVANCED DUNGEONS & DRAGONS 

8.00 

24.85 

DANCE AEROBICS W/MAT 

15.00 

39.95 

RON SWORD 

4.00 

18.98 

PACMAN 

8.00 

19.95 2 

STEALTH ATF 

14 ‘ 00 “ 

2 C OS 

ADV. IN THE MAGIC KINGDOM 

8.00 

27.95 

DASH GALAXY IN THE AUEN ASYLUM 

6.00 

16.95 

RON TANK 

4.00 ] 

15.95 

PAPERBOY 

10.00 

32.95 2 

STINGER 

&OQ - 

1g ‘^ s 

ADVENTURES OF BAYOU BILLY 

3.00 

14.95 

DAYS OF THUNDER 

18.00 

36.95 

SOLATED WARRIOR 

18.00 ' 

36.95 

PHANTOM FIGHTER 

15.00 

36.95 ! 

STREET COP 

16.00 

34 95 


5.00 

15.95 

DEADLY TOWERS 

3.00 

12.95 

JACK NICKLAUS GOLF 

15.00 ] 

32.95 

PESIERMINATOR 

18.00 

37.95 ! 

STRIDER 

6.00 “ 

19.95 

ADVENTURES OF TOM SAWYER 

7.00 

22.95 

DEFENDER OF THE CROWN 

5.00 

17.95 

JAWS 

3.00 ‘ 

12.95 | 

PICTIONARY 

PINBALL 

20.00 

5.00 

39.95 

17.95 ! 

SUPER CONTRA 

SUPER DODOEBALL 

10-00 

12.00 

29.95 

26.95 

ADVENTURE ISLAND II 

12.00 

36.95 

DEMON SWORD 

6.00 

18.95 

JEOPARDY JR. 

7.00 _ 

16.00 

22.96 _ 

32.95 ^ 

PINBALL QUEST 

PINBOT 

15.00 

15.00 

29.96 : 

29.95 ! 

SUPER MARIO 1 

SUPER MARIO 2 

3.00 ‘ 

5.95 

ADVENTURES OF LINK 

3.00 

12.95 

DESERT COMMANDER 

8.00 

18.95 

JEOPARDYI 25th ANNIV. EDITION 

17.00 

36.98 

PIPE DREAMS 

18.00 

36.95 J 

SUPER MARIO 3 

IjMX)- 


AIRBALL 

10.00 

26.95 

DESTINATION EARTH STAR 

10.00 

22.95 

JOHN EIWAYS QUARTERBACK 

3.00 

12.95 

PLATOON 

3.00 . 

12.95 : 

SUPER MARIO/DUCK/GUN 

6.00 " 

18.95 

AIR WOLF 

10.00 

23.95 

DICK TRACY 

14.00 

29.95 

JOURNEY TO SILIUS 

14.00 ‘ 

32-95 

PIRATES 

18.00 

36.95 

36.95 : 

SUPER OFF ROAD 

SUPER PITFALL 

15.00 

34.95 

AIR FORTRESS 

4.00 

15.95 

DIG DUG II 

6.00 

21.95 

JOUST 

4.00 ’ 

15.95 

PRICE IS RIGHT 

20.00 

39.95 

SUPER SPIKE VOLLEYBALL 

—9^00 " 

24S8 

AIR FORCE 

6.00 

18.95 

DIRTY HARRY 

15.00 

29.95 

KARATE CHAMP 

3.00 

7.95 

PUNISHER 

18.00 

36.95 i 

SUPER SPRINT 

' - 

19 ^ 

AL UNSER JR. S TURBO RACING 

12.00 

30.95 

DINO KIKI 

8.00 

22.95 

KARATE KID 

3.00 

13.98 

PUTTMASTER 

18.00 

36.95 : 

SUPER TEAM GAMES 

8*00 

16 ‘ 95 

ALIEN SYNDROME 

5.00 

21.96 

DONKEY KONG 

3.00 

14.95 

KARNOV 

4.00 

15.95 

PUZZLE 

18.00 

36.95 : 

SUPER GLAVE BALL 

18 OO 


ALL PRO BASKETBALL 

10.00 

29.95 

DONKEY KONG JR MATH 

5.00 

16.95 

KICLE CUBICLE 

15.00 

32.95 

POLICE ACADEMY 

14.00 

29.95 

SUPER XEVIOUS 



ALPHA MISSION 

3.00 

14.95 

DONKEY KONG 3 

3.00 

14.95 

KID ICARUS | 

tern 

19.95 

POPEYE 

5.00 

17.95 

SUPERMAN 

15.00 

32.95 

AMAQON 

4.00 

17.95 

DONKEY KONG CLASSIC 

8.00 

22.95 

KID KOOL # 

muMts 

PUZZNIC 

18.00 

36.95 

SWORD SERPENTS 

18.00 " 

36.95 

ANTICIPATION 

ARCHON 

7.00 

7.00 

27.95 

DONKEY KONG JUNIOR 

DOUBLE DARE 

3.00 

13.00 

12.95 

27.95 _ , 

___ mJS\ 

ifW 

14.95 

BBjjg - mm - 

9.00 

18.00 

19.95 

36.95 

T & C SURF DESIGN 

TABOO 6TH SENSE 

3.00 ’ 

12.00 " 

6.95 

ARCH RIVAL 

ARKANOID W/CONTROLLERS 

15.00 

20.00 

39.95 

42.95 

DOUBLE DRAGON 

DOUBLE DRAGON II 

6.00 


?lk OF I HE BEACH MmSi 


pro-wf^^Uq " lj| 

6.00 

4.00 

19.95 

14.95 

TAG TEAM WRESTLING 

TAQIN* DRAGON 

4.00 

18.00 

16.95 

36.95 

ARKISTA'S RING 

10.00 

26.95 

DOUBLE DRIBBLE 


wrrm 

KLAxm 

F e. ’ 


12.00 

24.95 

TARGET RENEGADE 

6.00 

22.96 

ASTYANAX 

10.00 

29.95 

DR. CHAOS 


- 



f-jpiil I W M 

18.00 

36.95 

TECMO BASEBALL 

8.00 

22.95 

ATHENA 

7.00 

21.95 

DR. JECKYL A^pPbE 




18.95 

TECMO BOWL 

16.00 

32.95 

ATHLETIC WORLD W/MAT 

8.00 

24.95 

1DRAGO 


ina 

AhEROES W % 5 jap 

18^ ^ 

jJE-r <£t AVATAR ^ 



TECMO WORLD WRESTLING 

14.00 

29.95 

BABY BOOMER 

7.00 

21.95 

dra^MarrIor 

* « 


K8Sn®IQUEST &9kljS 



18.00 1 

ip 6 ' 95 

TEENAGE MUTANT NINJA TURTLES 

4.00 

21.95 

BABY GANGSTER 

8.00 

24 . 95 ^, 



'rZLe.'i 

1 ASWJir^K. 

V TT3 

R/Slfr ATTACK 

4.00 

Hi 8.95 

TEENAGE MUTANT NINJA TURTLES 2 

22.00 

42.95 

BACK TO THE FUTURE 

6.00 





n»r HE 

* jsM racer 

3.00 j 

F 12.95 

TEN YARD FIGHT 

3.00 

9.95 

BACK TO THE FUTURE 2 

is.ooaa 


D LTSYG IV N ° * » » 

T7$5l 


1 

3.00 

t'lBI|||lgHlll^CER II 


29.95 

TENNIS 

4.00 

15.95 

BACK TO THE FUTURE 3 



* * *ti % * 


EL 

L£6^^P/JBy W.nJF 

MO 

in iiirllBiHlli n iiiiiniii 

15*q|| 

29.95 

TERRA CRESTA 

164)0 

32.95 

1 BAD DUDES JFs.OO I 


* • 11 * * * 


"^-fsmiF^gajE _ m j 

^, 4 -Qtfe 

- 14.95 



17.95 

TALKING SUPER POWER 

184 H) 

39.95 

1 BAD NEWS BASEBALL WS.OOHHSiObTI 



are* 

AGUflj»ASEBALLf 

l 2 .jP 

lfr 4 . 9 S 

RALLjH^ [ 

1 ^o 

29.95 

TETRIS (NINTENDO) 

9.00 

22.95 

BAD STREET BRAWLER 


* E* • r * * * 

r 


C.WTL.S MCA MSTR 

18.00 

36.96 

RAM®) 101 W fc [ 

■ 

7.95 

THREE STOOGES 

12.00 

24.95 

BALLOON FIGHT 

ILqoAkgfJ 




■ !r^y=»ia J Nf|P 

6.00 

19.95 

rampBbe 


11.95 

THUNDERCADE 

6.00 


BANDIT KINGS OF CHINA 

JBpO 

grafts* 

Z * * • « 

rfoToo , 



as. 18 .QP 

36.95 

R B.I. SSteBALL 


19.95 

THUNDER BIRDS 

18.00 

36.95 

BARD'S TALE 

T.MA. 



* 



inm 

24.95 

R R 1 RAlPwjaj M | 

2z!m| 

39.95 

TIQER-HELI 

3.00 

7.95 

BARKER B'S TRICK SHOOTING 

5 M) 

maa * 

raKftwS* LZ * * * 


:?t.95, 

tArfjg Jf^HTFR A 

18.00 

38.95 

R.C. PRO AM R»Ci 

3 . 0 €p 

6.95 

TIME LORD 

15.00 

32.95 

BASEBALL 

3.]^ 


A T&N&fe 



5^ r 

18.00 


RENEGAiaSr || 


18.95 

TO THE EARTH 

8.00 

16.95 

BASEBALL SIMULATOR 1,000 

i2.om 

3 llp 

* * * 

* 3.99 < 

^Ssr 



1 

RESCUE SbAsJv Mlffi^N 1 


19.95 

TOMBS AND TRESURE 

18.00 

36.95 

BASEBALL STARS 

10 . 0 « 29 . 1 * < 

r g^3 * Y* t 9 * 

<iO,bt) 



3.00 

14 .Mp 

RING 

^ 5.00 

15.95 

TOOBIN’ 

10.00 

27.95 

BASES LOADED 

BASES LOADED II 

BATMAN 

3 . 00 ^ 

12.00 ' 

8.00 

P4 




lAAGlMl NS^qLfAST^feAK 

15.00 

14.00 

15.00 

34 .Mf 

RIVER ^®Y RANSoB ^3 
R^^gKASTER MM \ 

8.00 

6.00 

9.00 

24.95 

19.95 

24.95 

TOP GUN 1 

TOP GUN II 

TOP SECRET EPISODE 

4.00 

8.00 

16.00 

15.95 

24.95 

32.96 

BEEPLE JUICE 

18.00 





MffjgSl Jri|||[||inii 

— ..,'1 

l 155a 

PoKdemon 

8.00 

14.00 

19.95 

29.95 

TOTAL RECALL TRACK AND FIELD 

TRACK AND FIELD II 

3.00 

4.00 

9.95 

14.95 

BIG BIRDS HIDE AND SEEK 

15.00 

3»5 

rB^tm* »» * Z • * + 





A 

robsIwarrior Wm 

8.00 

24.95 

TROJAN 

3.00 

9.95 

BIG FOOT 

15.00 

20«6 

Flflfcr* * Z Z I Ub Z 




fcl. 


ROCI^iND BALL IB 

15.00 

29.95 

TWIN COBRA 

18.00 

34.96 

BIONIC COMMANDO 

3.00 

18 . 1 fo 

FIsAr P8trF4 


^STW 

MAPP W ND 

15.00 

TAmn 

RocKEiftpytNQF mm 

15.00 

32.95 

TWIN EAGLE 

18.00 

36.96 

BLACK BASS 

BLADES OF STEEL 

18.00 



MotoI 

29.95 

MAQICW SHEREZADwIL | 

18.00 


roger pSQnmfeir.'j'ffm 

8.00 

24.95 

ULT. BASKETBALL 

Kiw-;-9 

E£I!!!ll 

BLASTER MASTER 

3.00 


1 8.00 

ng jf 

^^MIKqth e rs- 

ma ii • M 

19.98 

ROLLER BALL |W 

ROCKET RANGhH 

15.00 

29.95 

32.95 

ULTIMA 

ULTIMA II 


BOMBERMAN 

BATTLE CHESS 

10.00 

18.00 

26.95 1 

36.95 

|j|pRMO||j||SpBWyND PRIX 

l5iiD^^ORCE 

1 xmen 

1 MASTER oBb & THE DRUNKHARD HU 

14.00 

9.00 

29.95 

29.96 

ROLLING THUIs|j||fR 
ROMANCE OF 3iphGDOMS 

7.00 

28.00 

19.95 

49.95 

URBAN CHAMPION 

VEGAS DREAM 

■miml 

BOULDER DASH 

BREAK THRU 

14.00 

4.00 

29.95 

14.95 

r?v kttt. ■ i * ■ »i ■ j 1 vi ■tttmmi 

18.00 

18.00 

36.95 

36.98 

ROLLER QAMEiH 

RUSH'N ATTACllM 

20.00 

3.00 

39.95 

9.95 

VINDICATOR 

VOLLEYBALL 

Kt'T-M 

im 

■33ET1I 

ml 

BUBBLE BOBBLE 

7.00 

22.95 

EL 



MECH/fJfeED ATTACK 

18.00 

36.95 

RYQAR 

3.00 

8.95 

WALL SREET KID 

18.00 

36.96 

BUG BUSIER 

T.B.A. 


GAMpP^ 

3.00 

12.95 

megaJHn 

7.00 

21.95 

SAMURAI CONfSapT 

18.00 

36.95 

WAR ON WHEELS 

18.00 

39.95 

BUGS BUNNY 

15.00 


HSgHIS KHAN 

26.00 

46.95 

MEGA Hn 2 

14.00 

24.95 

SECTION Z SBj 

3.00 

9.95 

WAR VS DRUGS 

18.00 

39.95 

BUGS BUNNY BIRTHDAY 

15.00 


GHOSTBUSTERS 

10.00 

24.95 

MEGaIbLN 3 

22.00 

36.95 

SEICROSS 

8.00 

19.95 

WARE WOLF 

18.00 

36.95 

BUMP N JUMP 

5.00 

19.95 

GHOSTBUSTERS II 

18.00 

36.95 

METAL P^|p^|yy| W|a||[[||1 ...j 

1 O 1«1 

Tlti iftff 


15.00 

32.95 

WWF CHALLENGE 

18.00 

37.95 

BURAI FIGHTER 

10.00 

29.95 

GHOSTS AND GOBLINS 

3.00 

8.95 

metal 

-p. 


14.00 

29.95 

WHEEL OF FORTUNE 

8.00 

26.95 

CABAL 

CALIFORNIA GAMES 

16.00 

15.00 

32.95 

GOAL 

GODZILLA 

14.00 

29.95 

mATr-i-i 

K4V£ 


20.00 

39.95 

WHEEL OF FORTUNE JR. 

WHEEL OF FORTUNE FAMILY EDITION 

15.00 

32.95 

32.96 

CALIFORNIA RAISINS 

18.00 

36.95 

GOLF-PEBBLE BEACH 

10.00 

24.95 

METAL 

[*f|g 

l^ggfggigyBBwMtesyM 

20.00 

39.95 

WILLOW 

8.00 

24.95 

CAPTAIN SKYHAWK 

CASINO KID 

18.00 

36.95 

GOLGO-13 

GOONIES II 

3.00 

9.95 

metroidHHH# s i « a ^ 
MICHAELii^^^TT^i*^*^ 


m a 


14.00 

27.95 

WIN. LOOSE OR DFIAW 

WINIER GAMES 

16.00 

4.00 

32.95 

12.95 

CASTLE QUEST 

3.00 

12.95 

GOTCHA 

4.00 

12.95 

MIGHTY BOMbTaCK 

7.00 Hl 95 


25.00 

49.95 

WIZARDS AND WARRIORS 

4.00 

12.95 

CASTLEVANIA 

3.00 

12.95 

GRADIUS 

4.00 

14.95 

MIKE TYSON'S PUNCH-IMaT 

4.00 



18.00 

36.95 

WORLD CHAMPIONSHIP WRESTUNG 

22.00 

38.95 

CASTLEVANIA II: SIMON S QUEST 

5.00 

14.95 

GRAND PRIX 

14.00 

29.95 

MILLIPEDE 

5.00 


c^n 

5.00 

19.95 

WORLD GAMES 

6.00 

18.96 

CASTLEVANIA III 

16.00 

36.95 

GUARDIAN LEGEND 

6.00 

18.95 

MILON’S SECRET CASTLESgl 

8.00 

^K .95 

Rll JRJillLJI 

*™ 18.00 

36.95 

WORLD GP 

5.00 

15.95 

CAVE MAN UGLYMPICS 

15.00 

36.95 

GUERILLA WAR 

5.00 

15.95 

MISSION COBFIA 

18.00 



Hr- ^ 

42.95 

WORLD RUNNER (3-D) 

5.00 

14.95 

CHAMPIONSHIP BOWLING 

18.00 

36.95 

GUM SHOE 

5.00 

14.95 

MISSION IMPOSSIBLE 1 

m 

l 0 IJfl lft L 9 S 

sivepbburwP 081 * 8 ^ 

18 . 00 *' 


WRATH OF BLACK MANTA 

OJOO 

24.96 

CHAMPIONSHIP SERIES 

T.B.A. 


GUN SMOKE 

5.00 

14.95 

MONSTER PARTY 

<lb« 

SKAT»R DIE 

4.00 

lSg|>o« 

WRECKING CREW 

5.00 

19.95 

CHESSMASTER 

18.00 

36.95 

GYROMITE WITH ROBOT 

’ 5.00 

15.95 

MONSTER TRUCK RALLY 

,nr 


SKATHpR DIE II 

18.00 


WRESTLEMANTA 

4.00 

18.96 

CHESIERFIELD 

T.B.A. 


GYRUSS 

7.00 

17.95 

MOTO CITY PATROL 

|(uJand crossbones 

18.00 


XENOPHOBE 

4.00 

14.95 

CHILLER 

8.00 

16.95 

HARD DRIVIN' 

' 20.00 

39.95 

MS. PACMAN 


32.05 

. ^g h ARK 

3X)Qg 

j £ 12,95 

XEVIOUS 

5.00 

15.95 

CHUBBY CHERUB 

18.00 

39.95 

32.95 

HEAVY SHREDDIN 

’ 18.00 

36.95 

MUPPET ADVENjlW! 

18.00 

35.05 

- - 

4.00 

14.95 

XYBOIS 

18.00 

16.00 

36.95 

34.95 

CIRCUS CAPER 

14.00 

32.95 

HOGAN S ALLEY WITH GUN 

5.00 

15.95 

MUSCLE W 

. 8.00 

18.95 


15.00 

29.95 

YO’NOID 

18.00 

39.95 

CITY CONNECTION 

5.00 

18.95 

HOLLYWOOD SQUARES 

' 10.00 

31.95 

MYSTERY OUST 

9.00 

24.95 

SjWOOI^^^^iysPORTS 

16.00 

34.95 

ZANAC 

7.00 

21.95 

CLASH AT DEMONHEADS 

8.00 

24.95 

HOOPS 

5.00 

15.95 

NARC ■ 


iHB 

| jloCCER 

3.00 

14.95 

ZELDA 

3.00 

9.95 

CLASSIC CONCENTRATION 

12.00 

29.95 

HUNT FOR RED OCTOBER 

| 18.00 

36.95 

NASC CHALLENGE ^ 

■i m 

8 SOLAR JEIMAN 

18.00 

37.95 

ZOMBIE NATIONS 

*a.oo 

36.95 

CLU CLU LAND 

COBRA COMMAND 

4.00 

5.00 

15.95 

HYDLIDE 

ICE CLIMBER 

5.00 

15.96 

N. ZEALAND STI%, 

NES PLAY ACTIONWBHalL - 

T.B.A. 

18.00 

36.95 

SOLOMON'S KEY 

SOLSTICE 

16.00 

16.95 

32.95 


— 


COBRA TRIANGLE 

6.00 

16.95 

ICE HOCKEY 

3.00 

6.95 

NFL FOOTBALL 

15.00 

29.95 

SPELUNKER 

5.00 

15.95 




CODE NAME: VIPER 

12.00 

24.95 

IKARI WARRIORS 1 

3.00 

12.95 

1942 

. 4.00 

12.95 

SPOT THE GAMES 

18.00 

36.95 




COMIC CAPER 

8.00 

32.95 

IKARI WARRIORS II 

5.00 

17.95 

1943 

15.00 

29.95 

SPY HUNTER 

3.00 

7.95 




COM ANDO 

3.00 

12.95 

IMAGE FIGHT 

' 16.00 

32.95 

NINJA GAIDEN 

6.00 

19.95 

SPY VS. SPY 

4.00 

14.95 




CONAN 

18.00 

36.95 

IMPOSSIBLE MISSION II 

16.00 

32.95 

NINJA GAIDEN II 

] 10.00 

” 29.96 

STACK UP WITH ROBOT 

5.00 

15.95 




CONFLICT 

15.00 

32.95 

INDIANA JONES 

8.00 

15.95 

NINJA KID 

5.00 

’ 15.95 

SQOON 

5.00 

15.95 




CONTRA 

4.00 

12.95 

IMMORTAL 

16.00 

36.95 

NIGHTMARE ELM STREET 

* 18.00 

’ 36.96 

STAR FORCE 

4.00 

14.95 




CRYSTAL MINES 

16.00 

34.95 

ISHIDO/SYONES 

18.00 

36.95 

NOBUNAGA'S AMBITION 

20.00 

39.95 

STAR SOLDIER 

9.00 

19.95 







To Sell Games to 
Video Gameland 



To Buy Games from 
Video Gameland. 
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CALLhO^' 

1190 . 4 t the 


(213)792 


WE SELL '’»«*?» 

,PHX 16 


TORRANCE BLVD. 



VIDEO GAMELAND 

Plaza 1000, #D, 

1000 Torrance Blvd. 
Redondo Beach, CA 90277 


TURBO GRAPHX 16 











8.00 

19.95 

JUNCTION 

18.00 

36.95 

DINAMIC DUKE 

20.00 

44.95 




DEAD HT. SCRAMBLE 

10.00 

19.95 

KNOCKOUT BOXING 

24.00 

42.95 

HARD'S DRIVIN 

14.00 

46.95 




DEXTERITY 

7.00 

18.95 

KLAX 

14.00 

35.95 

PHE RIOS 

18.00 

39.95 




DOUBLE DRAGON 

10.00 

21.95 

KA GE-KI 

24.00 

44.95 

RAMBO IV 

5.00 

18.95 




DUCK TALES 

10.00 

21 .95 

LAST BATTLE 

6.00 

18.95 

RASTAN SARQA V 

12.00 

44.95 




DWEEBERS 

10.00 

21 .95 

MISSLE DEFENSE 

22.00 

41.95 

RAINBOW ISLAND 

18.00 

53.95 





6.00 

16.95 

M. JACKSON'S MOONWALKER 

20.00 

39.95 

RING SIDE ANGEL 

20.00 

53.95 




FINAL FANT. LEG 

10.00 

19.95 

MYSTIC DEFENDER 

7.00 

22.95 

STRIDER HIRYU 

15.00 

49.95 

CHEN MAN FU 

10.00 

34.89 

FIST OF STAR 

8.00 

18.95 

MICKEY MOUSE 

24.00 

42.95 

SAME 1 SAMEI SAME 1 

18.00 

49.95 




FORTRESS OF FEAR 

9.00 

19.95 

MONDU’S FIGHT PALACE 

20.00 

39.95 

SALOBLLDO 

14.00 

42.95 




FORMULA 1 

12.00 

24.95 

^UULJNTER 

22.00 

41.05 

SMITTEN MYOOH 

22.00 

44.95 




GARGOYLE QUEST 

9.00 

19 . 95 ^ 


25.00 

42.95 

SPACE INVADER 

18.00 

42.95 




GODZILLA 

9.00 

19 . 9 f 

BASKETBALL 

24.00 

43.95 

SUPER MONACO GP 

18.00 

44.95 




GOLF 

4.00 

13 -lK 


20.00 

39.95 

SUPER THUNDER BLADE 

4.00 

19.95 




QHOSTBUSTERS II 

12.00 



18.00 

41.95 

SUPER DAISENRYAKU 

15.00 

45.95 




HATRIS 

10.00 

2-HB« 

‘Rcwatoe© ^ 

18.00 

39.95 

SUPER HYDLIDE 

5.00 

39.95 

DOUBLE DUNGEON 


27.89 

HEIANKY ALIEN 

6.00 

idiefc* 


22.00 

42.95 

SUPER HANG—ON 

8.00 

36.95 

DRAGON SPIRIT 

8.00 

27.89 

HVY WT. CHP. BOX 

6.00 



22.00 

42.95 

SUPER MASTERS 

10.00 

35.95 








24.00 

43.95 

SUPER LEAGUE 

10.00 

35.95 

DEEP BLUE 

10.00 

32.99 

IN YOUR FACE 

10.00 

21pi 


7.00 

18.95 

SUPER REAL BASKETBALL 

10.00 

43.95 

DRAGON'S CURSE 

10:00 

32.98 

ISHIDO 

10.00 

2-fflfpP' 


16.00 

34.95 

SUPER SHINOBI 

8.00 

34.95 

DROP ROCK 

10.00 

32.98 

JEOPARDY 

10.00 


^CSiynBLAS-*RS ..rMTTi 

BB 3.00 

42.95 

SPACE HARRIER II 

4.00 

17.95 

FANTASY ZONE 

7.00 

28.99 

KWIRK 

10.00 


jSTC»MLj[al^0F JP 1 ". 


44.95 

SORCERIAN 

10.00 

42.95 

FINAL LAP TWIN 

16.00 

39.99 

LOCK N CHASE Jt jg 

jy.oo. 


IfcyyysjMBCRRiER 11 f 


17.95 

SOUKOBAN (SHOVE ITI) 

5.00 

39.95 

GALAQA 80 

8.00 

26.98 

loopz 8 Jm M 

jjB.Cxil jfr.95 

srwHr vi an jjpBiL 

24 -aBk 

48.95 

STAR CRUISER 

20.00 

59.95 

JJ & JEFF 

8.00 

28.99 

MECHANOID H fj»| JBB&. .MUb.jW M 

SF^frE ITI 

12 . 0 K 

39.95 

SUPER AIR WOLF 

18.00 

53.95 

KING OF CASINO 

8.00 

29.99 

MERCENACviilMKtfW Mi 4 W* 95 

siVEr hajAdn * (tffc| Vm 

36.95 

TATUZIN (TRUXION) 

5.00 

29.95 

KICKBALL 

19.00 

37.05 

moto CROsBHHHmwn 


sMHER TblUNDHprBLjtDWfc. 

iJh^W 19.95 

THUNDER FORCE II 

8.00 

24.95 

LEGENDARY AXE 

7.00 

28.98 

NBA ALL ST^^S* 

10.00 

-Itf’ns JKjper nfi 

IHBLOO H 44.95 

TEL TEL MAAJAN 

10.00 

41.95 

LEGENDARY AXE II 

12.00 

32.99 

NFL FOOTE«LL 

10.00 

ZBB 5 ||UPER Hvajpljiagr 

15 » 9f 39.95 

TEL TEL STAGIAM 

15.00 

49.95 

MILITARY MADNESS 

19.00 

37.99 

NEMESIS M 

-BOO 

17%5 BTRinFt BH JM 

25.00 M 49.95 

VERMILLION 

7.00 

23.95 

MICRO BOX 



NORTH/S(»ITH ^ 

wfooo 

2 tie 5 Hgt. waf 

22.009 44.95 

WORLD CUP SOCCER 

10.00 

34.95 

MOTO ROADER 

8.00 

28.95 

PIPE DReM/I 

^ 8 :5o 

1 sips 

WA|(% dan ^Mf 


48.95 

WHIP RUSH 

8.00 

42.95 

NE UTOPIA 

NINJA SPIRIT 

14.00 

18.00 

37.99 

42.99 . 

PAPERArB 

POWER fMer 

10.00 

2 -JMT 

BkuIl &BBOS1 JpW E S 

TaMHY LA5BRDA BASEBALL 

W id^ljb 

44.95 

38.95 

ZD 12 

YOUKO 

15.00 

16.00 

39.95 

49.95 

ORDYNE 

RAC LAND 

18.00 

8.00 

42.98 

28.98 

penguinJhcars ^ t 

0 BiLgjjrajralik 

" 10.00 

7.00 

2 tt 5 

1 i &5 

taLfafcpER 11 

fAR&r EARTH jB 

iJLi 

24.95 

Mg ^.95 

ZOOM 

2AN 

7.00 

20.00 

29.95 

66.95 

POWER GOLF 

PSYCOSIS 

7.00 

10.00 

29.99 

32.99 

°Mll 

9.00 

10.00 

#.95 

111 1 1 l1«|^l I! 1 Tl ^ 






R-TYPE 

SPACE HARRIER 

16.00 

12.00 

39.89 j 

36.85? 

REVEipfL^TOpH 

12.00 

6.004 

4 * 1.95 

Kk 4.95 

iMxion ^ 
-laBSLMPOLINE TEdpROKlL 

’ 


h - . . i zr^z 


SPLATTER HOUSE 

SIDE ARMS 

20.00 

8.00 

42.99 

29.99 

RONj*R WAR, 

RFjhTION 

^ ajjra . A .95 

cHA1»PJ|Wmship sohtejpIliiioSr 

iwH 

Bjab/ih pu t Accessories 

SUPER VOLLEY BALL 

TAKIN’ IT TO THE HOP 

10.00 

8.00 

32.95 

29.99 

sJSIte or DIE Re 

sfloPYS MG SH(fV M 5 ,™ 

^ oldo - V . i ». 9 ^i -25<s»o m» V . • WL 

WITH TETRIS 
’ 3^.*6j|SbAME BOY ONLY 
> «294WrECHARGEABLE BATTERY 

30.00 

20.00 

6.00 

67.95 

57.95 

17.85 

T.V. SPORTS FOOTBALL 

18.00 

42.95 

IScER MANIA Bj|r*%*.*„ 




AC ADAPTOR 

5.00 

15.95 

TIGER ROAD 

19.00 

34.96 

sAr striker 



GAME BOY LIGHT 

5.00 

15.95 

TIME BALL 

TV BASKET" BALL 

12.00 

34.95 

sdj M QN'S '«*« % 

,,ar!B -.filtrTfTiTff 1 mi 1T * * **• •-* 





VICTORY RUN 

8.00 

24.95 

ST .Wk^pSifei«ll,* 






VIGILANTE 

12.00 

36.95 


PRly E 




VE/GUS 

WORLD CLASS BASEBALL 

19.00 

8.00 

39.95 

29.95 

supfpftAfti.Vv'' IIPIII 

^ * j§fr- igp-oo 

ireyni! 

14.95 

QC/^ A /^CKICCIC A ^ 



WORLD COURT TENNIS 

9.00 

29.95 

I ASI»WNIA«3 l T0135^»*i -> V\, < <• » 

t . m . &:*Efe < L£.¥s%- ctt'Mki . 'sMsi&oo m 


pi 5.00 
3.00 

10.00 

39.95 

14.95 

32.95 

otoA ocNcolo a\C 

GENESIS SYSTEM W/ALTEREO BEAST 

xessi 

80.00 

ories 

142.95 

THDDn /sdaduv nrtu 



20.00 

53.95 

SYSTEM ONLY 

50.00 

110.95 

CYBER CITY 

19.00 

39.95 



20.00 

j.20.00 

18.00 

53.95 

69.95 

47.95 

POWER BASC CONVERTER 

CONTROL PAD 

ARCADE POWER STICK 

8.00 

5.00 

1 0.00 

17.95 

12.95 

27.95 

DARIUS 

18.00 

42.95 

w4Bi=l 


18.00 

47.05 

POWER STICK 



DINOSAURS 

19.00 

39.95 

wSlLD BOWLIN«|jjV. , .*’4 


f?c3ftejE \ Jjr 

20.00 

45.95 

BEESHU GENESIS STRIKER 

3.00 

18.95 

DEATH BRINQER 

19.00 

39.95 

VNHWRLD BOXING 


15.00 

39.95 

BEESHU GENESIS GIZMO 

8.00 

24.95 

FIGHTING STREET 

12.00 

36.95 


c^Kr<bAl”u> 

11.00 

42.95 

GENESIS XE-JOYSTICK 

8.00 

24.95 

FINAL ZONE II 

18.00 

42.95 



5.00 

30.05 




J.B. HAROLD 

T.B.A. 




■oAlSEHPjy^, 1 >01110 

13.00 

42.95 




MONSTER LAIR 

12.00 

36.95 

1X1 fjjWfpSI 

’da p» vvjMKuLf /» 

8.00 

37.95 


ccessi 

Dries 

RED ALERT 

SOLBIANCA 

12.00 

T.B.A. 

36.95 

rFTE^BU rIP Mf 

18.00 

7.00 

44.95 

21.95 

TURBO GRAPH X Ai 

SHANQAI II 

VALIS II 

Y S BOOK 1 & 2 

T.B.A. 

12.00 

14.00 

36.95 

36.95 

AIR CHER H 1H 

ai e <, t. ft jfffp^ 

ALTSHjjfeuFii^B 0V« 


D«Ill n 

1 E-sOr BBU*'» 

FORG0ITEIHcSftL&V f V* '• 

^ gO-OO 

69.95 

43.95 

21.95 

SYSTEM W/KEITH COURAGE 

SYSTEM ONLY 

CD-ROM SYSTEM 

65.00 

40.00 

170.00 

110.95 

89.95 

278.95 




A. PA^«t76El^p>iMENT |fl>bRi 

atoAB mReiiin SSB«”'„a 


3 ^ 3.95 

FINAL BLOW 

FAT MAN m***«,**”«„*.***J 

42.95 

>" td>(iaW 61.95 

TURBO BOOSTER 

TURBO BOOSTER PLUS 


24.95 

GAME BOV_ 



I 42.95 

39.95 

GOLDEN .**”*«*« 

QHOSTBU sQlR.FL ** 

37.95 

38.95 

TURBO TAP 

TURBO PAD 

5.00 

14.95 

ALLEYWAY 

3.00 




42.95 

41.95 

GRANADA 

GAIARES '"Wiiiiliii 11 

T.B.A. 

53.95 

TURBO STICK 

BEESHU ULTIMATE SUPER STICK 

9.00 

27.95 

ARAZONS LAIR 

8.00 




39.95 

GYNOUG 

18.00 

51.05 

ZOOMER STEERING WHEEL 

OO 

oa <wc 

AMAZING PENGUIN 

8.00 

■Kg;. 



42.95 

HARD DRIN' 

14.00 




-=- 

BASEBALL 

4.00 




l 37.95 

HEAVY UNIT 

15.00 





BASE LOADED 

BATMAN 

BOOMERS ADV. 

8.00 

12.00 

7.00 

24MI 

17.95 

jr»®v»v*iv 

fr- 

dj b a— e»v**i»v* 

44.95 

44.95 

HOKUTQNOKEN (LAST BATTLE) 

HERZOG ZWEI 

HELL FIRE 

6.00 

8.00 

18.00 

18.95 

26.95 




BOXXLE 

BOWLING 

BUBBLE GHOST 

6.00 

6.00 

10.00 

17.95 

17.95 

24.95 

DAN DO 

E-S WA.T 

FORGOTTEN WORLDS 


a 43.95 

21.95 

JYUSOUKIHEI REINOS_ 

INSECTOR X 

JUNCTION 

10.00 

18.00 

15.00 

36.95 

53.95 

44.95 

MEGA DRIVE Acce 

MEGA DRIVE SYSTEM 

issorli 

BS 

BUGS BUNNY 

10.00 

22.95 

FIRE SHARK 

20.00 


KUJAKUOU II (MYSTIC DEFENSE) 

S.OO 

22.05 

MODEM 

— 

~99 95 

BEETLEJUICE 

12.00 

24.95 

GOLDEN AXE 

13.00 

37.95 

MAAJAN DOUJYOU 


53.95 



' 

CASTLE VANIA 

S.OO 

14.95 

GHOULS'N GHOSTS 


21.05 

MAAJAN COP RYU 

8.00 

29.95 




CHESS MASTER 

10.00 

19.95 

QHOSTBUSTERS II 

18.00 

38.95 

M. JACKSON'S MOON WALKER 

18.00 

39.95 




CHINS GOURMET 

10.00 

19.95 

HARD DRIVIN' 



MEGA PANEL 

12.00 

38.95 




COSMO TANK 

8.00 

19.95 

HERZOG ZWEI 


26.95 

NEWZEALAND STORE 

8.00 





CAT TRAP 

10.00 

19.95 

HELL FIRE 


41.05 

OSOMATU KUN 

4.00 

19.95 




CHASE HQ 

10.00 

21.95 

INSECTOR X 

20.00 

41.95 

PHANTASY STAR II 

10.00 

39.95 




DEADALIAN OPUS 

8.00 

19.95 

J. MONTNA FOOTBALL 

18.00 

39.95 

PHANTASY STAR III 

15.00 

46.95 





and 

also 


Much Much More!! 
IMPORTED GAME 


We also trade any game cassette not shown in this chart. Please feel free to ask us. 

CASSETTES from JAPAN!! 


TERMS AND CONDITIONS 

Prices may vary without notice. Video Gameland reserves the right to turn down any order. All orders of more than 20 
or more titles and/or more than one of any title must call beforehand to verify. Check or Money Order only, no Credit 
Cards or C.O.D. For missing box or instructions we deduct $1 each. To buy box or instructions add $1 each. Shipping 
and Handling charges are: for up to three games $3.50, for each additional game add $1, for systems $8.50, plus $1 
for each game. All orders shipped within 48 hours of receiving your order. All returned or defective orders will be 
charged the same shipping and handling rates. Video Gameland guarantees all merchandise for seven days after 
arrival. If ordering with personal check, print state drivers license number on check. Make check or money order 
payable to: Video Gameland, 1000 Torrance Blvd., Suite D, Redondo Beach, CA 90277. Video Gameland is not 
endorsed by manufacturers contained in this ad. Not responsible for misprints. All items subject to availability. Video 
Gameland is open 7 days from 10 a.m. to 8 p.m. PST. Call first for current prices. (213) 792-1190. 


| ORDER FORM 

i VIDEO GAME LAND 
PLAZA 1000 #D, 1000 TORRANCE BLVD. 
I REDONDO BEACH, CA 90277 


APRNIN 


I PLEASE CHECK ONE: □ I WANT TO BUY □ I WANT TO SELL 

I 

i NAME Please Print _AGE _ 


| ADDRESS ___ 

| CITY _STATE_ ZIP 

| PHONE ( )_SIGNATURE_ 






















































































































































































































































































































































Bad Medicine 


Difficulties 


^The Indian medicine man Wrathkon wasn't satisfied with the mystic gifts 
bestowed on him by the Great Spirit. So he turned to the powers of darkness. His 
angry tribesmen exiled him from the village, but Wrathkon had his revenge — 
he destroyed the village and captured the new medicine man, Haypavo. Only 
Mojavo, the sole surviving warrior, can stop Wrathkon before he absorbs 
Haypavo's supernatural energy. 

Bandai's latest NES adventure. Ultimate Journey, takes you on a dangerous 
quest to Wrathkon's castle on Outcast Mountain. As Mojavo, you must crush 
strange foes and avoid evil magic. But remember — the Great Spirit smiles upon 
the brave. 


Watch out for Wrathkon's carnivorous tree in Ulti¬ 
mate Journey — its bite is worse than his bark. 



D 

y the year 2191, Earth is a para¬ 
dise. The common chores of life are all 
handled by a Master Computer, and 
humans live a life of leisure. But the 
world's dependence on this hulk of 
microcircuits becomes apparent when 
alien invaders take the computer 
offline. 

Powerless against the invaders. 
Earth's leaders put secret agent NOVA 
in charge of restoring the Master 
Computer to working order. NOVA is 
not only strong and cunning, but he's 
also skilled in the use of the Power 
Blade — a boomerang of incredible 
force and magic. 

In Taito's Power Blade for 
Nintendo, you're NOVA, travelling 
through six data bases, battling guards 
and aliens, and trying to collect all the 
Master Computer's tape units. When 
you have all six tapes, you must enter 
the Master Computer Control Center 
and bring the computer back online. 
Earth's future depends on it. 





11 looks like the Sheriff of Nottingham 
is up to his old tricks. In Arcadia's new 
role-playing game, Robin Hood, Prince 
of Thieves, the sheriff has thrown Robin 
in prison and joined forces with 
Mortianna, a wicked witch. The two 
fiends take over England while King 
Richard the Lion-Hearted is fighting 
the Crusades. England is thrown into 
darkness and decay. 


A Prince of a Guy 


As Robin, you must escape from 
prison and free England from its para¬ 
lyzing spell of evil. You, along with 
Maid Marian, Peter Dubois, Azeem, 
Little John, Wulf, Will Scarlett, and 
Friar Tuck, must find gold, arrows, 
and magical items that can help defeat 
the sheriff and Mortianna. You win 
important information and special 
objects as you interact with characters 


and search Sherwood Forest. And you 
can blow off steam with three differ¬ 
ent fighting modes — main-level 
combat, dueling, and melee. 

Although Robin Hood, Prince of 
Thieves isn't officially based on this 
summer's movie starring Kevin 
Costner, the action closely follows that 
of the film. 


94 
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We Pay You/We Sell 


We Pay You/We Sell 


♦Abrams Btltnk 

$24/$44 

Mystic Defender 

$10/$22 

After Burner II 

16/29 

♦Paperboy 

28/54 

Air Diver 

16/29 

Pat Riley Bsktbl 

8/16 

Airbuster 

24/44 

♦Pend Laird 

24/44 

Alex Kidd 

12/24 

PGA Tour Golf 

22/42 

♦Alien Storm 

24/44 

Phantasy Str II 

16/42 

♦Arcus Odyessy 

24/44 

♦Phantasy Str III 

24/44 

Arrow Flash 

24/44 

Phelios 

10/26 

Atmc Robo Kid 

10/39 

Populous 

22/39 

♦Attack Sub 

24/44 

♦Power Ball 

24/44 

Battle Squadron 

14/26 

Rambo III 

12/24 

♦Battle Tank 

24/44 

♦RBI III 

24/44 

♦Beanball Benny 

24/44 

Revenge Shinobi 

10/32 

♦Bimini Run 

24/44 

♦Road Blasters 

24/44 

♦Block Out 

24/44 

♦Road Rash 

24/44 

Budokahn 

14/26 

Sagaia 

24/44 

Burning Force 

12/22 

Shadow Blaster 

10/26 

Bustr Doug Bxg 

12/32 

Shadow Dancer 

22/39 

Colums 

8/16 

Shove It 

4/19 

♦Crack Down 

24/44 

♦Skl/Crossbns 

24/44 

♦Cross Fire 

22/39 

Soccer 

12/24 

♦Curse 

20/36 

♦Sonic Hdghog 

24/44 

Cyberball 

12/22 

Space Harrier II 

6/16 

D.J. Boy 

6/19 

♦Space Invaders 

24/44 

♦Dando 

24/44 

♦Spiderman 

26/49 

♦Dark Castl 

24/44 

♦Storm Lord 

24/44 

Dick Tracy 

16/32 

Strider 

28/54 

♦Dinoland 

24/44 

Supr Hang On 

12/24 

Dyn Duke 

14/26 

Supr Hydlide 

16/29 

E-Swat 

10/26 

Supr Monoco GP 

16/29 

Final Zone 

12/24 

Supr Thndr Bid 

14/26 

Fire Shark 

20/36 

Supr Vlybl 

22/39 

Flicky 

14/24 

♦Swampthing 

24/44 

Forgotten Wrlds 

12/22 

Sword Sudan 

18/32 

Ftl Labyrinth 

10/36 

Swrd Vermillion 

14/44 

Gain Ground 

24/44 

T Lasorda Bsbl 

10/34 

Gaires 

24/42 

Target Earth 

2/14 

Ghost Busters 

10/22 

Techno Cop 

22/39 

Ghouls Ghosts 

10/22 

Thndr Force II 

10/19 

Golden Axe 

18/36 

Thndr Force III 

26/49 

Golf 

14/26 

Trmpln Terror 

16/29 

Granada 

10/24 

Truxton 

14/26 

Hard Driven 

12/36 

Valis III 

24/44 

Hell Fire 

14/29 

♦Wardner 

24/44 

Herzog Zwie 

20/36 

♦Warriors of Rome 

24/44 

Insector X 

20/36 

Whip Rush 

14/26 

Ishido 

16/36 

Zany Golf 

10/22 

James Pond 

22/39 

Zoom 

6/16 

♦Jessie the Body 

24/44 

ACCESSORIES 

Joe Mntana Ftbl 

12/42 

Cleaner 

$14.95 

John Madn Ftbl 

22/36 

Control Deck-New 

179 

♦Kage Ki 

24/42 

Control Dk-Used 

100/149 

♦Kings Bounty 

24/44 

Controller 

10/19 

KLAX 

16/32 

Controller (NEW) 

24 

Lakers Celtics 

26/49 

Misc Joystick 

4/12 

Last Battle 

10/19 

Power Joystick 

26/49 

M Jcksn Mnwlkr 

12/24 

Pwrbse Converter 

14/24 

♦Maze Hunter 

24/44 

Scope Glass 

10/19 

Mcky M. Castle 

22/44 

GAME GEAR 

♦Mcky M. Fantasia 

18/39 

GAME GEAR $70/$ 129 

♦Mdnght Resist 

24/44 

Dragon Crystal 

14/26 

♦Might & Magic 

24/44 

G-Loc 

14/26 

♦Missle Defense 

22/39 

M. Mouse Castle 

14/26 

♦Mondus Fght Palce 28/54 

Psychic World 

14/26 

♦Ms. Pacman 

24/44 

Revenge Of Drancon 14/26 

Musha 

24/44 

Super Monaco GP 

14/26 


CALL TO 
ORDER 


MOST GAMES DELIVERED 
WITHIN 2 BUSINESS DAYS 
(When ordering by Credit Card) 


( 612 ) 533-8118 
FUNCO, INC. 


All Games Come With 
A 90-Day Warranty 


FREE MEMBERSHIP— Just fill _o • , 
out coupon and mail in. You will 
receive "The Fun Club" catalog. 

THE FUN CLUB °<K 

4948 Highway 169 North, New Hope, MN 55428 

Name_ 



Address_ 

City _ 

V^State _ 


. Zip 


GPS8/9I 













































WE PAY YOU/WE SELL 

City Connection 

$6/$ 14 





Pesterminator 

$12/$24 

10 Yard Fight 

1942 

$2/$12 
10/19 

Clash/Dmnhd 
Classic Cncnt 

6/14 

24/39 

SWAP YOUR OLD 


Phntm Fighter 
Pictionary 

10/22 

12/29 

1943 

720 

16/29 

10/19 

Clu Clu Land 
Cobra Cmnd 

6/16 

C/16 


NINTENDO 


Pinball 

Pinball Quest 

12/24 

16/29 

8 Eyes 

Abadox 

Adv. Byu Billy 

8/16 

8/16 

2/12 

Cobra Triangle 
Code Nm Vpr 
Commando 

8/19 

6/14 

2/9 

J=OR CASH OR NEW TITLES^ 

Pinbot 

Pipe Dream 
♦Pirates 

16/29 

10/22 





22/39 

Adv. Dino Riki 

10/19 

Conan 

26/44 

Gauntlet 

$6/$14 

Legend Wings 

$2/$ 12 

Platoon 

2/12 

Adv. Island 

18/32 

Conflict 

24/44 

Gauntlet II 

12/29 

♦Legnds/Dmnd 

22/39 

Play Act Ftbl 

6/19 

Adv. Island II 

28/49 

Conq/Xtal Pice 

18/36 

Genghis Khan 

10/49 

Life Force 

4/14 

♦Pice Academy 

22/39 

Adv. of Lolo 

16/29 

Contra 

12/24 

Ghost Bstrs 

10/19 

Litl Lg Bsbl 

12/26 

♦Pool Radiance 

22/39 

Adv. of Lolo II 

26/44 

♦Crater Maze 

22/39 

Ghost Bstrs II 

16/29 

Litl Nemo Dr Mstr 

20/39 

Popeye 

6/16 

*Adv. of Lolo III 

22/39 

♦Cross Bow 

22/39 

Ghost/Goblins 

4/14 

Litl Ninja Bros 

22/39 

♦Powr Pd Ftbl 

22/39 

Adv. T Sawyer 

8/16 

Crystal Mines 

22/42 

Gilligans Isl 

16/29 

Lode Runner 

12/22 

Predator 

10/22 

After Burner 

18/29 

Crystalis 

20/36 

Goal 

10/19 

Loopz 

18/36 

Pmcs Tomato 

24/44 

*Air Ball 

22/39 

♦Cyberball 

22/39 

Godzilla 

8/19 

♦Lord Lightning 

22/39 

Pro Am Racing 

8/16 

Air Fortress 

6/14 

Cybemoid 

4/12 

Golf 

6/16 

Low G Man 

12/26 

Pro Wrestling 

6/14 

Airwolf 

12/22 

Dance Arobcs 

10/19 

Golf Peble Bch 

12/22 

Lunar Pool 

18/36 

Punch Out 

8/16 

A1 Unser 

14/26 

♦Dare Seed 

22/39 

Golgo 13 

6/14 

M Andretti G.B. 

22/39 

Punisher 

18/36 

Alien Synd 

10/19 

Dash Galaxy 

2/9 

Goonies II 

4/14 

♦M Ditka Bg Ftbl 

26/49 

Puss/Boots 

14/24 

All Pro Bsktbl 

12/24 

Days Thndr 

24/44 

Gotcha 

6/14 

M.U.L.E. 

16/29 

♦Puttmaster 

22/39 

Alpha Miss 

4/12 

Deadly Towers 

2/12 

Gradius 

6/14 

Mach Rider 

2/9 

Puzzle 

18/29 

Amagon 

6/14 

Death Race 

16/29 

Gremlins II 

20/36 

Mad Max 

4/14 

Puzznic 

14/32 

Anticipation 

4/16 

Deathbots 

16/29 

Guardn Lgnd 

6/14 

Mafat Cnsprcy 

10/19 

Pyramid 

22/39 

Arch Rivals 

26/44 

Defend/Crwn 

10/19 

Guerilla War 

8/16 

♦Mag Candle 

22/39 

♦Pyross 

22/39 

Archon 

12/24 

Defender II 

10/19 

Gum Shoe 

6/14 

Mag Darts 

22/39 

Q-Bert 

8/16 

Arkanoid-Ctrl 

26/44 

Deja-Vu 

20/39 

Gunsmoke 

4/16 

Mag Jhnsn Bskb 

12/22 

Qix 

26/49 

Arkanoid-Game 

12/32 

Demon Sword 

4/12 

Gyruss 

6/16 

Mag Sherezade 

10/19 

Quantum Fighter 

22/39 

Arkistas Ring 

10/22 

Desert Com 

12/24 

*H Glbtrttrs 

26/39 

♦Mag/Shrzd II 

24/49 

Racket Attack 

8/16 

Astyanax 

8/16 

Dest. Erth Str 

6/14 

♦Happy Cmpr 

24/44 

Magician 

22/39 

Rad Gravity 

16/29 

Athena 

2/14 

Dest/Emp 

20/36 

♦Hard Driven 

26/49 

Magmax 

4/12 

Rad Racer 

8/19 

Athletic World 

6/14 

Dick Tracy 

10/22 

♦Hatris 

22/39 

Maj Lg Bsbl 

4/12 

Rad Racer II 

16/32 

Baby Boomer 

24/44 

Dig Dug II 

14/24 

Heavy Barrel 

10/19 

Maniac Mansion 

16/32 

Raid 2020 

16/29 

Back/Futr 

4/14 

Digger 

24/42 

Heavy Shredin 

20/39 

MappyLand 

14/26 

Raid Bungl Bay 

4/12 

Back/Futr II & III 

18/32 

Dirty Harry 

14/29 

♦Hell Raiser 

22/39 

Marbl Mdns 

12/24 

Ralley Bike 

16/29 

Bad Dudes 

6/16 

Disney Adv 

20/36 

Heroes/Lance 

16/29 

Mario Brothers 

10/19 

Rambo 

4/12 

Bad News Bsbl 

20/36 

Dnky Kng Math 

22/44 

Hogans Alley 

10/19 

Marvels X-Men 

10/19 

♦Rambo III 

22/39 

Bad Str Brawl 

4/12 

Dnky Kong 

8/19 

Hollywood Sqs 

12/22 

Master Chu 

18/32 

Rampage 

10/19 

Balloon Fight 

6/16 

Dnky Kong 3 

14/26 

Hoops 

6/14 

♦Match Bx Racers 

22/39 

RBI Baseball 

6/16 

Band Kings Anc 

32/59 

Dnky Kong Clas 

12/24 

Hunt Rd Oct 

24/42 

Mech Attack 

8/16 

RBI Bsbl II 

20/36 

*Bards Tale 

22/39 

Dnky Kong Jr 

8/16 

Hydlide 

2/9 

Mega Man 

22/39 

♦RBI Bsbl III 

22/39 

Baseball 

2/12 

Doubl Dare 

16/32 

I Cn Rmembr 

24/42 

Mega Man II 

12/24 

Remote Cntrl 

2/14 

Baseball Smltr 

20/36 

Doubl Drgn 

6/22 

Ice Climber 

6/14 

Mega Man III 

18/36 

Renegade 

2/9 

Baseball Stars 

24/44 

Doubl Drgn II 

10/24 

Ice Hockey 

10/19 

Menace Beach 

22/39 

Resce Emb Miss 

4/12 

Bases Loaded 

8/16 

Doubl Drgn III 

24/42 

Ikari War 

6/14 

Mendel Palace 

16/29 

Rescue Ranger 

22/39 

Bases Loaded II 

16/32 

Doubl Dribble 

8/19 

Ikari War II 

6/14 

Metal Fighter 

16/29 

Ring King 

12/24 

Batman 

12/22 

Doubl Strike 

16/29 

Ikari War III 

22/39 

Metal Gear 

2/9 

Rivr Cty Rnsm 

10/19 

Battle Chess 

12/24 

Dr. Chaos 

4/12 

Image Fight 

10/19 

♦Metal Mech 

22/39 

Road Blasters 

14/24 

Battle Olym 

14/26 

Dr. Jekyll/Hyde 

6/14 

Immortal 

24/42 

♦Metal Storm 

22/39 

Road Runner 

12/24 

Battle Tank 

26/44 

Dr. Mario 

22/39 

Imp Mission II 

18/32 

Metroid 

6/12 

Robo Cop 

8/16 

*Beetlejuice 

22/39 

♦Drac Nite Out 

22/39 

Ind Jns Lst Crsd 

26/44 

Mickey Mouse 

8/22 

♦Robo Cop 2 

22/39 

Big Bird Hd/Sk 

22/39 

♦Drag Fghtr 

22/39 

Indiana Jones 

10/19 

Might Bmb Jck 

10/19 

Robo Demons 

12/26 

Big Foot 

16/29 . 

Dragon Power 

2/9 

Infiltrator 

4/14 

Millipede 

12/29 

Robo Warriors 

2/9 

♦Bill/Ted Adv 

26/44 

Dragon Spirit 

4/12 

Iron Sword 

4/14 

Mi Ion Sec Castle 

8/16 

Rock N Ball 

6/19 

Bionic Cmmnd 

4/14 

Dragon Warrior 

4/12 

Iron Tank 

8/16 

Mission Cobra 

8/16 

Rocket Ranger 

2/9 

Black Bass 

28/49 

Dragon Warrior II 

28/54 

♦Ishido: Stones 

22/39 

Mission Imp 

8/19 

♦Rocketeer 

22/39 

Blades of Steel 

16/29 

Dragon’s Lair 

26/44 

Isltd Warrior 

22/39 

♦Mnstr Trek Rlly 

22/39 

Roger Rabbit 

10/19 

Blaster Master 

4/14 

Duck Hunt 

1/3 

J Chan Kg Fu 

24/42 

Monopoly 

28/49 

Roller Ball 

18/34 

♦Block Out 

22/39 

Duck Tales 

16/29 

J. Nicklaus Gif 

18/36 

Monster Party 

4/12 

Roller Games 

16/29 

*Bo Jackson 

22/39 

Dudes/Attitudes 

16/29 

Jackal 

4/12 

♦Moon Ranger 

22/39 

Rolling Thunder 

4/14 

Bomberman 

14/24 

Dungeon Magic 

16/29 

Jaws 

10/19 

♦Motr Cty Ptrl 

22/39 

Romnc/3 Kings 

18/36 

Boulder Dash 

10/19 

Dusty Diamnd 

18/36 

Jeopardy 

14/26 

Ms Pacman 

22/39 

Rush N Attack 

4/12 

Boy / His Blob 

10/19 

Dyno Warz 

6/14 

Jeopardy 25th 

14/26 

Muppet Adv 

16/32 

Rygar 

8/16 

Breakthru 

4/14 

Elev. Action 

14/24 

Jeopardy Jr 

16/29 

Muscle 

4/12 

♦S.C.A.T. 

22/39 

Bubble Bobble 

22/39 

Evrt/Lndl Ten 

12/22 

John E. Qtrbck 

4/14 

Mystery Quest 

8/16 

♦Samrai Cnflct 

22/39 

Bugs Bny 

24/44 

Excitebike 

6/14 

Jordan/Bird 

10/19 

NARC 

8/16 

♦Search King 

22/39 

Bugs Bny Bthdy 

22/44 

F-15 

16/29 

Journey Silius 

14/29 

Nascar Chllng 

26/49 

Section Z 

2/9 

Bump /Jump 

10/19 

♦Family Feud 

26/49 

Joust 

2/16 

Natl Ftbl Lg 

8/16 

Seicross 

2/9 

Burai Fighter 

8/16 

Fantasy Zone 

12/26 

Karate Champ 

2/12 

♦New Zlnd Stry 

22/39 

Sesame Str 123 

10/19 

Burger Time 

12/22 

* Faria 

24/44 

Karate Kid 

4/12 

Nghtmr Elm Str 

12/26 

Sesame Str ABC 

18/34 

Cabal 

4/22 

Faxanadu 

4/14 

Kamov 

4/14 

Ninja Crsdrs 

22/39 

Shadow Ninja 

14/29 

Calif Games 

10/19 

Fester’s Quest 

6/16 

Kickle Cubicle 

8/22 

Ninja Gaiden 

4/14 

Shadowgate 

8/22 

*Calif Raisins 

22/39 

Fght Golf LT 

24/42 

Kid Icarus 

10/22 

Ninja Gaiden II 

12/22 

Shingen Ruler 

12/26 

Capt Comic 

6/16 

Final Fantasy 

14/24 

Kid Kool 

10/19 

Ninja Kid 

10/19 

Shinobi 

12/22 

Capt Skyhawk 

18/36 

♦Firehs Rescue 

28/52 

Kid Niki 

4/16 

Ninja Taro 

22/39 

Shock Wave 

16/29 

Casino Kid 

14/26 

Fist / No. Star 

12/24 

King Knight 

2/12 

Nobun Amb 

18/34 

Shooting Range 

14/26 

*Castelian 

22/39 

*Flght / Intrdr 

22/39 

King Neptune 

16/29 

♦Nobun Amb II 

22/39 

Short Order 

14/29 

Castle Deceipt 

16/29 

Flyng Drag I 

4/12 

Kings/Beach 

10/22 

North/South 

22/39 

Side Pocket 

24/42 

Castle Dragon 

8/16 

♦Flyng Drag II 

22/39 

♦Kiwi Krayz 

22/39 

Operation Wolf 

4/12 

Silent Assault 

14/24 

Castlequest 

6/14 

* Flyng Drag III 

24/44 

♦Klash Ball 

22/39 

ORB 3D 

10/24 

Silent Service 

6/16 

Castlevania 

6/14 

♦Flyng Warriors 

24/44 

KLAX 

16/29 

Othello 

8/16 

Silk Worm 

10/22 

Castlevania II 

4/14 

♦Formula I 

24/42 

Knight Rider 

12/22 

P.O.W. 

8/19 

Silver Surfer 

16/32 

Castlevania III 

14/26 

♦Frankenstein 

24/44 

Krazy Krtrs 

16/29 

♦P Pan Pirates 

22/39 

Simpsons,The 

24/42 

Cave Mn Gms 

12/24 

Freedom Force 

6/14 

Krion Cnqst 

22/39 

Pacman 

24/42 

Skate Or Die 

2/12 

Chall Dragon 

10/22 

Friday 13th 

4/12 

Kung Fu 

1/9 

Pacmania 

24/42 

Skate Or Die II 

6/16 

Champ Bowing 

18/34 

Fun House 

24/44 

Kung Fu Hero 

10/19 

Palamedes 

22/39 

Ski Or Die 

22/39 

Chessmaster 

24/42 

G. I. Joe 

24/42 

Last Ninja 

20/36 

Paper Boy 

18/34 

Skull/Crssbns 

16/29 

Chiller 

14/26 

Galactic Crsdr 

20/36 

Last Starfighter 

16/29 

♦Paradikus 

22/44 

Sky Kid 

12/22 

Chubby Cherub 

16/29 

Galaga 

20/39 

Legacy/Wizzard 

2/9 

♦Password 

24/44 

Sky Shark 

4/12 

Circus Caper 

8/16 

♦Galaxy 5000 

24/42 

Legend Kage 

4/12 

Perfect Fit 

22/39 

Slalom 

4/12 


Send Us Your $ 
Used Games and 
RECEIVE Up To 


32 


00 

Per 

Game 


Snake/Rattle/Roll 

$ 12/524 

Ultima 

$12/524 

Snakes Revenge 

6/14 

Ultima II 

28/49 

Snpy Sily Sprts 

18/32 

♦Uninvited 

22/39 

Soccer 

6/14 

Untouchables 

22/39 

Solar Jetman 

20/36 

Urbn Chmpn 

4/10 

Soloman’s Key 

8/16 

Vegas Dreams 

32/54 

Solstice 

14/26 

Vindicators 

2/9 

Spelunker 

12/22 

Volleyball 

8/16 

Spot:Game 

20/36 

Wall Street Kid 

10/19 

Spy Hunter 

2/12 

♦Wally Bear 

22/39 

Spy Vs. Spy 

4/12 

♦War vs Drugs 

22/39 

Sqoon 

10/22 

♦War Wheels 

22/39 

Stadm Events 

26/49 

Way Grtsky Hcky 

16/29 

Star Force 

6/16 

Werewolf 

12/24 

Star Ship Hctr 

4/19 

Wheel /Fortune 

18/32 

Star Soldier 

1/9 

Wheel /Frtn Fam 

24/42 

Star Tropics 

22/39 

Wheel /Frtn Jr 

22/39 

Star Voyager 

4/12 

♦Where’s Waldo 

22/39 

♦Starblade 

22/39 

Wild Gunman 

4/14 

Stealth 

16/29 

Willow 

10/19 

Stinger 

10/19 

Win/Lose/Draw 

12/24 

Street Cops 

8/19 

Winter Games 

2/12 

Street Fighter 

6/16 

Wizardry 

24/42 

Strider 

6/16 

Wizards/Wrriors 

4/14 

Super Cars 

22/39 

♦World Champ 

22/39 

Super Contra 

12/22 

World Chmp Wrst 

16/29 

Superman 

14/26 

World Cls Tr Mt 

4/14 

Supr Ddge Ball 

12/22 

World Cup Sccr 

22/39 

Supr Give Ball 

16/36 

World Games 

10/19 

Supr Mario 

1/5 

World Runner 

2/9 

Supr Mario II 

12/24 

Wrath Blk Mnta 

2/9 

Supr Mario III 

24/39 

Wrecking Crew 

10/19 

Supr Mr/Dk Ht 

1/7 

Wrestlemania 

6/14 

Supr Mr/Dk/Trk 

2/9 

Wurm 

22/39 

Supr Off Road 

18/32 

WWF Challenge 

24/42 

Supr Pitfall 

12/22 

Xenophobe 

2/9 

Supr Spk Vlybl 

14/24 

Xevious 

4/14 

Supr Sprint 

4/12 

Xexyz 

4/14 

Supr Tm Games 

6/14 

♦Xybots 

22/39 

♦Suprsushi Pnbl 

22/39 

Yo! Noid 

16/32 

♦Swrd Mstr 

22/39 

Zanac 

4/12 

Swrds/Serpents 

8/22 

Zelda 

8/16 

T. M.N.T. 

10/19 

Zelda II 

8/16 

T. M.N.T. II 

24/42 

♦New Releases 


Taboo 6th Sense 

2/9 

Please Call—These may or may nol be out 

Tag Team Wrst 

2/14 

by (he manufacturer. 


Tagin Dragon 

20/36 



♦Talespin 

22/39 

NINTENDO ® 

♦Talkg Spr Pwrd 

22/39 

ACCESSORIES 

Target Rengade 

2/12 



♦Targhan 

22/39 

AC Power Supply 

54/515 

Tecmo Baseball 

10/19 

Control Deck 

40/54 

Tecmo Bowl 

18/44 

Dbl Player Syst 

16/29 

Tecmo Wrld Wrst 

12/22 

Four Score 

14/24 

Tennis 

8/16 

Game Cleaner 

14.95 

Terra Cresta 

8/16 

Light Gun 

2/5 

Tetris-Nintendo 

24/39 

Misc. Joypad 

6/14 

Three Stooges 

8/16 

Misc. Joystick 

4/9 

Thunderbirds 

20/36 

NES Max Joypad 

6/12 

Thundercade 

10/19 

Power Glove 

8/22 

Thundr & Lightng 

18/39 

Power Pad 

8/19 

Tiger Heli 

6/12 

RF Adapter 

4/15 

Tiles Of Fate 

16/29 

Satelite 

18/32 

Time Lord 

6/12 

Sgle Wrles Rem 

8/16 

♦Times Lore 

22/39 

U Force 

10/22 

♦Titan Warrior 

22/39 



To the Earth 
Tombs/Trsrs 

6/14 

18/29 

NEO GEO 

Toobin 

20/36 

Control Deck $250/$499 

Top Gun 

8/16 

♦Alpha Mission 

90/179 

Top Gun II 

18/32 

♦Blues Journey 

90/179 

Total Recall 

10/19 

♦Burning Fight 

90/179 

Totally Rad 

22/39 

♦Ghost Pilots 

90/179 

♦Touchdwn Fvr 

22/39 

♦League Bowling 

90/179 

Town/Country 

2/9 

♦Puzzled 

90/179 

Track & Field 

8/16 

♦Super Spy, The 

90/179 

Track/Field II 

6/14 

Baseball Stars 

90/179 

Trick Shooting 

12/24 

Cyberlip 

90/179 

Trojan 

2/9 

Kings/Monsters 

90/179 

Twin Cobra 

14/24 

Nam 1975 

90/179 

Twin Eagle 

18/32 

Ninja Combat 

90/179 

Ult. Basketball 

26/48 

Sengoko 

90/179 

♦Ult Journey 

22/39 

Top Players Golf 

90/179 


FUNCO, INC. 


CALL TO 
ORDER 


( 612 ) 533-8118 


MOST GAMES DELIVERED WITHIN 2 BUSINESS DAYS 

(When ordering by Credit Card) 


We Also Have GAME BOY and Sega Genesis Games And Accessories 


All Games Come With A 90-Day Warranty 


To Purchase: Send check or money order, or credit card number to FUNCO, INC., 4948 Highway 169 
North, New Hope, MN 55428. Please allow 3 weeks for personal checks to clear. Add $4.95 Shipping plus 
50p per game. Add $1.00 per title if ordering by credit card. APO's, Canada, Alaska, Hawaii, please double 
shipping charges. MN residents please add 6% sales tax. WE DO NOT CHARGE YOUR CREDIT CARD 
UNLESS YOUR GAME IS IN STOCK. (WE ARE NOT PART OF OR ENDORSED BY NINTENDO) 

To Sell Us Games: Call us first for current prices. Prices based on game, instruction manual and original 
box. Subtract $1.00 for missing manuals and $3.00 for missing boxes. 

(Due to a 3 month lead time to place this ad, our sell or buy prices may be different) We reserve the right 
to refuse any purchase or sale. 


(”GPS8/91 

FREE MEMBERSHIP— Just fill out coupon # ° 
and mail in. You will receive "The Fun Club" Gw 
catalog. 

THE FUN CLUB o^v 

4948 Highway 169 North, New Hope, MN 55428 

Name_ 



Address_ 

City _ 

State 


Zip 





















